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EDITORIAL 


Halloween 
Candy and Stuff 


You know | can give you all 
endless excuses about why 
this issue of the magazine is 
just a Gametober edition with 
just previews and reviews but 
really don’t have much to say 
that life just hit me this month 
and i tried to do in 3 days 
the work of 15 days... which | 
failed miserably due to you 
guessed it... life! 


In last three weeks I had to show to my college my presentation of 
my Graduation project which was -The Creed- which I'll be posting 
in the internet soon, right now | have to translate the spanish seg- 
ments of the video to english so you guys understand it and hope 
you enjoy it, got some special cameos in it and the de-construction 
Of the whole series, its beginnings and end. 


During the lastthree weeks one ofthe teachers that were part ofthe 
jury decided to troll or boycott my presentation. On two different ti- 
mes decided to cancelled at the last minute my presentation and 
during those weeks my college was hosting an event for the engi- 
neer faculty, so rooms or equipment for showing the presentation 
were not available during those weeks, leaving my presentation 
delayed until October 28th and to add insult to injury, the day of my 
presentation that teacher did not to show up to the presentation, 
only atthe end of it with no excuse what so ever and | talk to her per- 
sonally, changed the dates so she could ре “confortable“butno, she 
didn't even show up and critique my project without even attending 
to my presentation. So will this cost my graduation as a Multimedia 
Engineer? | hope not, because if ії is I'll have to take legal actions 
against that decision, if it was my fault or if I did something wrong | 
would not object to that but! did everything in my hands to deliver 
a Hi-Quality graduation project, the 91 community is witness of it 
and I even completed my objectives so what gives? They want me to 
Only program data bases as an accountant? Multimedia Engineers 
can do much better than that, | thought out of the box and this is the 
consequences? Then | shall confront those consequences just like 
many people has done, just like Steve Jobs (R.I.P). 


Fool me once, shame оп you; fool me twice, shame оп me. 


So yeah there is my “Excuse”, some people think that! was the lazy 
one and | have to admit, | could have worked a bit every day hut 1 
have priorities and Family and School are the first on my list. FII do 
my best to brought the magazine to the top again but | have to call 
you guys this time, you only Submitted at the last minute the mate- 
rialforthe magazine, sol was forced to notinclude it due to the time, 
І appreciate and apologies to those that submitted but for now fil 
have to leave it like that, this is пої the Halloween edition I visualize. 


Hybrid Rain 
Gerardo Mejia 
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Proressor LAYTON AND THE Lasr SPECTRE 


Release Date: October 17^ (NA), November 25" (EU) 
Platform: Nintendo DS 
Hype Level: 8/10 


91 MadHero15 thinks: 


The Professor Layton series has been one of the 
most popular series on the DS to date. After 
the main trilogy, the series will go Star Wars on 
our asses by creating a prequel trilogy. Can the 
Specter's Call be just as good as the other games, 
or will it be the Phantom Menace of this beauti- 
ful series. 


Layton's gameplay is pretty straightforward. It's 
a point and click adventure game with lots of 
puzzles that you need to solve. | doubt that Last 
Specter will change. This game will largely focus 
on how Layton and Luke met, and how Luke 
became his apprentice. However, the biggest 
addition to Specter is London Life, which is a 100- 
hour RPG created by Brownie Brown (Mother 3). 
Quite the impressive unlockable. It’s therefore a 
shame that it won't be part of the EU Version 
(WHY? 9), 


Layton is always fun for its story, and | think that 
the Last Specter won't be any different. Yeah, it's 
more or less the same game, but if it ain't broke, 
don't fix it. Besides, this could very well be the 
last great DS game, so if you want honor that 
console, go get this game. | can assure you that 
it's more than a puzzle game. 


Thumbs Up/Down: Critical Thinking is the key to 
success, and a Thumbs Up 
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Kırcvs RETURN то EL‘YREAM Lane 


Release Date: October 24" (NA), November 25" (EU) 
Platform: Nintendo Wii 
Hype Level: 7/10 


g1 MadHero15 thinks: 


Well look who's bach. Not content with Mass 
Attack, everyone’s favorite puffball thinks its time 
for another game, this time onthe Wii. With 4 pla- 
yer co-up added, will this game be just as much 
of a blast as New Super Mario Bros Wii, or will it 
suck? 


Return to Dream Land will be a 2.5D sidescroller 
(like Crystal Shards). Unlike Crystal Shards, there 
| will be 4-player co-up in which other players can 
= be Meta Knight, Dedede, or Waddle Dee, though 
M everyone can also be Kirby as well. It will also 
feature Super Abilities, which are high-powered 
attachs from copied abilities you get. For the rest, 
its standard Kirby. 


Its hard not to talk about this game and not talk 
about its development cycle. First announced at 
E3 2005 for the Gamecube, it was then being 
made for the Wii. After that, we constantly heard 
that it was canceled or still in development. Af- 
ter Epic Yarn, everyone accepted that this game 
was dead, so seeing it now is surprising. That said, 
lm sure that Return to Dream Land will be a fine 
game, if a bit on the easy side (like all Kirby ga- 
mes). And with 4 players, it should be a blast. 


Thumbs Up/Down: 4-player Thumbs Up 
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BES AtTTLEFIELE WD 


Release Date: October 25^ (NA), 27^ (AUS) 28" (EU) 
Platform: PC, Xbox 360, PS3, iOS 
Hype Level: 6/10 


91 MadHero15 thinks: 


Here it is folks, the supposed Call of Duty. After 
4 years of domination, Battlefield 3 is there to 
openly try to take the crown away. Can BF3 suc- 


ceed in this mission, or will it fall flat on its face 
like Medal of Honor did? 


This is normally the point where | talk about the 
plot, but so little is known about it and its pro- 
bably going to be unimportant, so let's skip that. 
Bf3 strives to be the most realistic shooter ever. 
It’s also shown the sheer power of the Frostbite 2 
engine, and shown that the game will be absolu- 
tely massive (its 2 discs on the 360 version) 


BF3 vs MW3 has been such a big debate that | 
think will be won by BF3. | say that because | feel 
that BF3 actually wants to innovate rather than 
stick with what works and roll with it. That said, 
that still doesn’t mean | care about the game. 
Sure it looks pretty and its probably going to be 
great. The problem is that | hate realism in ga- 
mes because it usually makes the game a lot less 
fun and more aware of the flaws. But I'll have 
to admit that | think that DICE has so far done 
a great job with it (from what I’ve seen) and I'm 
sure that the fans will love it. 


Thumbs Up/Down: a realistic Thumbs Up 
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SILENT Mire E owvNnrouer 


— October 25% (NA), November 4% (EU) 
Platform: Xbox 360, PS3 
Hype Level: 3/10 


gi MadHerot5 thinks: 


Poor, poor Silent Hill. Once considered the king 
of horror video games, now a former shell of itself 
thanks to some mediocre entries in the series. Now 
the series has a new developer and a new compo- 
ser. Is this overhaul going to save the franchise or 
going to destroy it even further. 


Downpour follows Miles Pendleton, an escaped 
prisoner who comes into Silent Hill after his pri- 
son transport vehicle crashes. It'll take place in 
the southern-eastern region of the town, a place 
which hasn't been explored yet. It'll also focus a 
little more on combat. 


Downpour gives me a very eerie vibe, and in a 
bad way. Everyone who has played the game so 
far at TGS and E3 has said that it was unresponsi- 
ve and clunky. Now Vatra has more than enough 
time to change these feature, but the lach of Ahi- 
ra Yamaoka’s music (which was one of the main 
reasons to still play the game), and the negative 
reception so far has given me the feeling that this 
game won't be the one to save the franchise. So- 
rry Konami, but you have to try a little harder to 
get the series bach on track. 





Thumbs Up/Down: It breaks my heart to say this, 
but Thumbs Down 








Кімес-тт SP>RTS 


Release Date: October 27" (NA), 28!" (EU) 
Platform: Xbox 360 (Kinect) 
Hype Level: 2/10 


g1 MadHero15 thinks: 


Sigh.... What happened, Rare? Just... just what 
happened? You used to be the absolute kings in 
the industry. You guys created Banjo Kazooie, 
DK64, Killer Instinct, Conker's Bad Fur Day, Ba- 
ttletoads, Goldeneye, and so much more. Now 
you're stuck making cash-in Kinect titles. It 
makes me sad, like really, really sad. 


Kinect Sports Season Two will feature a total of 
6 sports. These are golf, baseball, skiing, tennis, 
darts, and American Football. The entire gim- 
mick is that you are the controller. Using your 
body to move around and do these specific mo- 
tions. That's sort of the Kinect's schtick. 


| think I'm angrier about this game than most 
Kinect games simply because | feel Rare is being 
wasted by Microsoft. | don't have anything 
against the Kinect. Hell, | think it could be used 
for great things, but when you use Rare, one 
of the greatest developers of all time, and give 
them the task to do something as blatant of a 
cash-in as this, that really ticks me off. Rare is 
and deserves better than this. | hope that one 
day you’re get your act together. In the mean- 
time I'll relive the glory days by playing DK64. 


Thumbs Up/Down: What do you think? 


SEASON 2 
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CSODSLEENEYE ШФ Ел > А ЕЛ 


Release Date: November 1“ (NA), 4^ (EU) 
Platform: Xbox 360, PS3 
Hype Level: 5/10 


۹ ۹ Y nh TA m 


Pd 


RELOADED 4 / / 4 y, E gi MadHero15 thinks: 


Well this suchs. The Wii finally gets a good shooter 
all of its own, and now Activision has given in and 
decided to release the games on the other con- 
| soles. | don't know about you, but as a Nintendo 
fanboy, | feel somewhat betrayed. Nevertheless, 
will Reloaded improve upon its predecessor, or 
will it be unable to stand out. 


Reloaded is pretty much a remahe of the Golde- 
neye game that came out last year for the Wii. It 
will feature updated graphics, new Mi6 missions, 
and achievements. That's about it really. The PS3 
version will also heavily focus on the use of the 
Playstation Move. 


| liked the N64 version (though it doesn't hold up 
as well as other people say) and the Wii version, 
but | wont get this version. | don't feel the need 
to buy a game twice simply because it has better 
graphics. Sure, it might feel better to play with a 
normal controller instead of the Classic Controller 
Pro (which I did), but that doesn't mean anything 
to me. Overall, | really don't care about this game. 


Thumbs Up/Down: A HD Thumbs to the side 
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Sanic COENERATIONS 


Release Date: November 1* (NA), 3"* (AUS), 4" (EU) 
Platform: Xbox 360, PS3, 305 
Hype Level: 8/10 


91 МааНего15 thinks: 


Sonic has been оп а roll recently. After both Sonic 
4: Episode 1 and Colors turned out alright, it’s now 
time for Generations, in which old and new will 
collide in order to celebrate the Blue Blur’s 20th 
birthday. Will it be a massive celebration, or turn 
out as disastrous as his 15th birthday? 


Celebrating his 20th birthday, Sonic and friends . 
encounter a time-rift which causes Classic Sonic 
and New Sonic to meet one another. However, 
that same time-rift causes Sonic's friends to di- 
sappear, and they'll have to work together to 
find them. Classic will play like the old Genesis 
games, while New will use the Unleashed and 
Colors style of gameplay. 


| think that Sega is really trying hard to redeem 
their mascot, and it seems to be working. Gene- 
rations looks to embrace both the old and the 
new, and that's something it might be able to ac- 
complish. Let's all hope that the infamous Sonic 
Cycle (look it up) will finally be broken and that 
Sonic will be relevant again. 





Thumbs Up/Down: Super sonic Thumbs Up 
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UNCHARTED I: L‘RAKE'sS LECEPRTION 


Release Date: November 1% (NA), 2"? (EU), 3“ (AUS) 
Platform: PS3 
Hype Level: 7/10 


gi MadHero15 thinks: 


The Uncharted games have been a big part of 
the PS3’s success. The first one came out when 
there really wasn't a whole lot to do with your 
PS3 besides watching Blu-rays, and the second 
game is considered to be one of the best ga- 
mes of 2009. Now the third (and last?) game 
will arrive soon, and will it be just as amazing 
as the previous 2, or just a plain old rethread? 


Uncharted 3 will follow Nathan Drake (duh) 
and Sully finding a ancient lost city called the 
Iram of the Pillars. However, a woman named 
Katherine Marlow is also after the lost city, and 
it seems she has a score to settle with the entire 
Drake family. Changes are most likely mini- 
mal. The multiplayer is heavily revamped, the 
ability to fight multiple enemies at once, auto- 
matic ammo pick-up, and the ability to play 


tried to force it down our throats, Uncharted 3 
doesn't look like a huge evolution to the series. 
However, when the series is already this good, 
there’s not much need to mess around with it. 
Uncharted's greatest strength has always been 
its cinematic value and | don't think that will 
change with this one. That’s what make the 
game fun to play. Yeah, we've seen it before, 
but if it ain't broke, don't fix it. 


Thumbs Up/Down: 
The lost, ancient Thumbs Up 
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Ca or Lvurv: Mscern WARFARE Y 


Release Date: November 8*" 


Platform: Xbox 360, P$3, PC, Wii, DS 
Hype Level: 5/10 


91 MadHero15 thinks: 


| think there's no denying that Call of Duty is one 
of the biggest franchises in gaming right now. It 
doesn't matter how many people say the game 
suck, they keep selling no matter what. Now the 
last inthe Modern Warfare trilogy will arrive. Will 
it be the game that'll shut up all the haters, or 
will they just keep on hatin’ MW3's plot will focus 
on Makarov’s massive invasion that all started in 
MW2. You'll mostly play Soap McTavish, and its 
your job to kick some communist ass and save 
the beautiful Homeland of Americana, along 
with Germany, England, and France. MW3 will 
feature some additions to the multiplayer, such 
as Kill Confirmed (which has you collecting Dog 
Tags), One in the Chamber (which has you using 
only 1 pistol with 1 bullet to hill), and more. 





Let me say this loud and clear. | DO NOT HATE 
CALL OF DUTY!!! | think it's a fine series that feels 
somewhat overhyped but if people enjoy it, then 
go for it. The problem is that | really don't care 
about it, and never have. The only reason why 
ВЕЗ has a higher hype level is because it actually 
seems to be trying to innovate, and | don't get 
that feeling from MW3. Yeah, yeah, biggest fran- 
chise EVAR!! Got it, wake me up when something 
interesting happens with it. 


Thumbs Up/Down: 
А non-caring Thumb to the side 
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Cave StroRY SI 


Release Date: November 8* (NA), 1% (EU) 
Platform: 305 
Hype Level: 7/10 


g1 MadHero15 thinks: 


Bach in 2004, a man named Daisuke Amaya crea- 
ted a game called Cave Story. He worhed on it for 
5 years during most of his spare time. The game was 
met with critical acclaim and is considered one of 
the best free-to-play games out there. After ver- 
sions on Wiiware and DSiWoare, it's now time to re- 
lease a retail version in the form of Cave Story 3d. 
Will this be the definitive version? 


Cave Story 3D follows Quote, a boy robot who falls 
into a cave and has no idea who he is. There he must 
save a rabbit like race called the Mimigas from the 
evil Doctor, who's trying to tahe over the world (OF 
COURSE!!!), Changes in this version is obviously the 
new 3D graphics. There's also Paper Mode, which 
allows to use the old sprites of the games. When you 
beat the game, you get the ability to play as a Prin- 
ny from Disgaea (due to NIS being the publisher). 
More changes are confirmed, but not said. 


The original Cave Story is seen as a indie classic that 
might've have well started the indie boom. Howe- 
ver, that doesn't change the fact that you're now 
paying 30-40 bucks for a game that you could play 
for free 7 years ago, and no amount of Prinnys can 
change that. That said, Cave Story was excellent 
and | believe that this will be the definitive ver- 
sion of the game. If you're not sure if you want this 
game, just go and play the free version for a bit. | 
promise you won't be disappointed. 


Thumbs Up/Down: Thumbs Up 
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ThE Елге ScROLLS V: SKYRIM 


Release Date: November 11" 


Platform: PC, Xbox збо, Р53 | r T ү 
Hype Level: 10/10 g M 


91 MadHero15 thinks: Ра 





JE 


Who here remembers the Spike BGA’s? No one? 
Good, because it sucked. The only thing we re- 
member are the trailers for new games. Yeah, 
SSX and Insane were nice, but the real show 
stoppers were Arkham City, Mass Effect 3, and 
of course, Skyrim, the 5th installment in the po- 
pular Elder Scrolls franchise. Can this behemoth 
of a RPG live up to its predecessor. Set 200 years 
after Oblivion, the world has gone to shit thanks 
to the fact that there were no more Emperors 
(explained in Oblivion). Not only that, but the 
area of Skyrim (where the Nords live) has also 
gone to shit thanks to a civil war, and the fact 
that the God of Destruction has awoken as a pis- 
sed off dragon. It’s your task to stop the evil dra- 
gon as the Davoken (Dragon Slayer). Skyrim will 
add duel wielding, а more streamlined upgrade 
system, over 150 dungeons, and a all new engine 
to make it all look nice. 


| love Oblivion, but like many, | feel it hasn't aged 
well. What with the game only having like 5 voi- 
ce actors and the graphics look really ugly now. 
That said, | loved it back then and | think Skyrim 
will be even better. Everything about it makes it 
look like something truly incredible. Every year, 
| have games I’m excited for and games | don't 
care for. And then there is that 1 game which | 
just need to own. Epic Mickey was that game last 
year (unfortunately couldn't exceed that hype), 
and Skyrim is it this year. lm stoked to explore Thumbs Up/Down: The biggest Thumbs Up 
Skyrim and kick some dragon ass!!! | can possibly give 
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Surer Mario b^ Lane 


Release Date: November 13* (NA), 18^ (EU), 24* (AUS) 
Platform: 3DS 
Hype Level: 8/10 


gi MadHero15 thinks: 


Its common hnowledge that the 3DS' sales leave 
something to be desired. In fact, the sales are ac- 
tually pretty damn horrible. What could possibly 
save the 3DS before its too late? A MARIO TITLE!!! 
OF COURSE!! And not just any Mario title, but the 
one that reintroduces the beloved Tanoohi Suit. 
How nostalgic can you get. 


3D Land focuses on combining both 2D and 3D 
Mario games together. From 2d it tahes the more 
linear level design, and growing shorter when you 
tahe damage (the first time in a 3d Mario game) 
| and from 3D it takes performing several actions 
and moving in 3d space. New power ups are 
added as well, liRe the Propeller suit from NSMB 
Wii, and of course the Tanoohi Suit. 
Guys, it's a Mario platformer. They pretty much 
have a seal of quality already. | know that some 
people (especially the Screwattach crew) seem to 
be saying that the game is slow. If that's true, | 
don't know. All | know is that it's a Mario platfor- 
mer, and | feel that those have never disappoin- 
ted. 3D land will most likely be a blast and will be 
the push that the 3DS needs. 


Thumbs Up/Down: Super Mario Thumbs Up 
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ASSASSINS CREED JREVELATIONS 


Release Date: November 15* (Xbox 360, Р53), 29* (PC) 
Platform: Xbox 360, PS3, РС 
Hype Level: 7/10 


91 MadHero15 thinks: 


Another year, another Assassin's Creed. Ubisoft's 
flagship franchise is once again showing up this 
year, this timeto finally end the trilogy of Assassin's | 
Creed 2's Ezio Auditore de Firenze. Not only that, - 
but it will somehow add Altair (the first Assassin) | 
to the miz. Will Ezio’s journey end with a bang or 
with a whimper. 





Ezio is a lot older now and travels to Constanti- 
nople (Istanbul) to find out more about his an- 
cestor Altair. Altair has buried a bunch of keys 
in the city which can unlock a artifact that could 
end the Assassins and Templar war. Meanwhile, 
Desmond has fallen unconscious in the Animus, 
and in the mysterious Blach Room, must find a 
way to link himself with Altair and Ezio using a 
hey memory so that he can be conscious again. 
Gameplay changes include a hookshot, and rein- 
vigorated multiplayer. lm one of the few people 
that doesn't like the fact that these games come 
out yearly. It makes it feel more like a sports title 
than a actual game series. That said, the AC se- 
ries have always been of high quality, and Reve- 
lations is most likely going to keep that quality. 
Ezio's story has been interesting so far and can't 
wait to see how it ends. | do hope that Ubisoft 
knows what its doing and make sure that these 
games stay fun and intriguing. 





Thumbs Up/Down: A stealthy, lethal, yet so- 
mewhat cautious Thumbs Up 











HALo ANNIVERSARY 


Release Date November 15% 
Platform: Xbox 360 
Hype Level: 4/10 


g1 MadHero15 thinks: 


November 15th, 2001 was a important day for ga- 
mes. Not only did we see the release of the original 
Xbox, but also Halo. Halo revolutionized shooters, 
showed that they were possible on consoles, and is 


“a %- responsible for the flood of FPS’ we see today. Now, 


COMBAT EVOL\ 


I ^AI 


| s» / — 10 years later, Microsoft is releasing the game again 
A . 
dbi —— in a all new coat of paint. Does it still hold up. 


The biggest changes to Halo Anniversary are of 
course the new graphics. Using 343's new engine 
combined with the old Halo engine, the game has 
never loohed better. Also added is 2 player co-up 
and of course, on-line multiplayer. The game will 
also have Kinect support and the ability to be pla- 


lve never really cared for Halo, but I’m intrigued 
by how the shooter fans of today will react to it. In 
2001, Halo was revolutionary, but now it’s the tem- 
plate for almost every FPS out there, and since then 
better things have been done with it. No amount of 
graphical updates can hide that fact. | think your 
money is a lot better spent with something like 
Reach, which has jetpacks and space combat. All 
in all, | don’t think that Halo Anniversary will hold 
up, despite its new look. Sorry 343, better luck with 
Halo 4. 





Thumbs Up/Down: A remastered Thumbs Down 
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Jurassic Park 


Release Date: November 15% 
Platform: PC, PS3, Xbox 360 
Нуре Level: 6/10 


91 MadHero15 thinks: 


There's no doubt in my mind that Telltale are the 
LucasArts of our generation. They've not revived 
Sam & Max and Monkey Island, but also made 
point&click titles based on Strong Bad, Back to 
the Future, and Wallace & Gromit. Now its Juras- 
sic Park's turn to get the Telltale treatment. Will 
it be as awesome as the first movie? Or suck like 
The Lost World? 


Taking place after the first movie, the game will 
tie some loose ends like “What ever happened to 
that can that Nedry put all the embryos into?” 
It’s a third-person adventure game and it has 
been confirmed that you won't play as the ori- 
ginal characters (they’re only mentioned). The 
game is also extremely similar to Heavy Rain | 
with the way your choices and mistakes (i.e. mis- | 
sing a OTE) affect the overall narrative. 


If you want a licensed title, it's hard to get so- 
meone better than Telltale. They always respect 
the source material and do their best to make 
the best game out of it. However, I'd be lying if 
| said that I’m hyped for this game. Hell, | forgot 
the game even existed until | checked what ga- 
mes would be coming out in November. Still, | 
hope that Telltale will have another hit, and I'm 
certainly interested in it now. 


Thumbs Up/Down: Prehistoric Thumbs Up 
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NEEC FOR SPEED іне Run 


Release Date: November 15% (NA), 18^ (EU) 
Platform: Xbox 360, PS3, Wii, PC, 3DS 
Hype Level: 4/10 


g1 MadHero15 thinks: 


The Need for Speed games are most likely the bi- 

ggest racing series out there. After Hot Pursuit, EA 

Black Box gets the keys to the franchise again in 

order to make The Run. Can they break their losing 

streak, and make a worthy successor to the aweso- 
me new Hot Pursuit 


The Run features a supposedly “intense, thrilling 
story” which will take you all across America in 
order to “get your life” bach or something. You'll 
be able to control the main character outside the 
car, mostly through QTE’s, and will feature bran- 
ching paths. It “runs” (sorry, that was terrible) on the 
Frostbite 2 engine, which means it looks incredible. 
The driving style will be a mix between Shift (realis- 
tic) and Hot Pursuit (arcadey) 


If it sounds like l'm being negative about this game, 
it's probably because | am. While Black Box has 
created some great NfS games (Most Wanted, Un- 
derground), their recent titles (World, Undercover, 
Pro Street) have left a lot to be desired. Also, | feel 
that the changes it makes are dumb (why the hell 
would | want to control the main character outside 
a car in a racing game), and its supposedly serious 
tone isn't doing it either. There's a chance that The 
Run will be good, but with Black Box in charge, | 
somewhat doubt it. 


Thumbs Up/Down: Speedy Thumbs Down 
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-VIDEO САМЕ PRE 


JFRAYMAN ORIGINS 


Release Date: November 15!" (NA), 24 (AUS), 25!" (EU) 
Platform: PS3, Xbox 360, Wii, 3DS,PSVita 
Hype Level: 9/10 


91 MadHero15 thinks: 


Some of you may or may not know this, but I’m 
a big fan of Rayman. | absolutely adore the cha- 
racter and his games, especially Rayman 2 (be- 
fore it was known as the most ported game ever) 
and 3. So | was really sad when the Rabbids star- 
ted to up-stage him and get all the attention. So 
I'm really happy that Rayman Origins was an- 
nounced. Rayman Origins will be a 2D platfor- 
mer (like the very first one), and will be a origin 
story about how Rayman and Globox would go 
onto become the heroes of the other games. The 
game features drop in/out co-up for up to 4 pla- 
yers (with the other players being either Globox 
or 2 Teensies). 


| was somewhat sad by the fact that it was a 
2D platformer instead of 3d like 2 and 3 (suck it 

Craig, those were awesome). But then | realized 
that it’s been a good 8 years since | played an 
actual Rayman game (Raving Rabbids doesn't 
count), and now I'm psyched to play it. Add in 
the fact that Michel Ancel is inthe director's chair, 
Christophe Herel (Beyond Good and Evil) is the 
composer, and its stunning artstyle which makes 
it look like a cartoon, and now l'm excited to play 
the rebirth of Rayman. The rebirth that Ubisoft's 
mascot deserves o so much. It’s good to see you | 
back Rayman, it’s been too long 





Thumbs Up/Down: A crazy, loopy, and extremely © 1 | 
happy Thumbs Up. | 
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SAINTS Row lur Ture 


Release Date: November 15!" (NA), 18^ (EU) 
Platform: PS3, Xbox 360 
SAINTS ROW. 


672 E THIRD 


Hype Level: 9/10 


g1 MadHero15 thinks: 


lm going to come clean over here, I’ve never pla- 
yed a Saint's Row game in my life. Well, not quite, 
| did play a bit of the second game at a toy store, 
I didn't get much farther than the character custo- 
mization screen before one of the employees took 
the disc that. Now the third in the series is coming in 
this extremely busy November. Will it improve upon 
the original and take GTA's throne as the ultimate 
sandbox? 


Taking place after Saint's Row 2, your criminal em- 
pire in Stillwater has been ruined thanks to some 
Belgian douche named Philipe Loren. He's the lea- 
der of a criminal group known as the Syndicate, 
which has taken over Stillwater. The Saints (that's 
your gang) are forced to move to Steelport, where 
the Syndicate is as well. Your task is to bring it all 
back and become the nr.1 criminal ever once again. 
Not only will you be fighting Loren, but also the 
Luchadores (their leader is voiced by Hulk Hogan) 
and The Deckers, who seem to be inspired by Tron. 





Despite having never played either game, I’m psy- 
ched for The Third. What game lets you chainsaw a 
bunch of luchador wrestlers while “You're the Best, 
Around” plays in the background? What game has 
a bus that lets you suck people and use them as 
ammo? What game has you jumping out of a pla- 
ne only to crash through the front window of that 
exact same plane? The answer is none, and its what 
makes The Third look like a blast to play. 


Thumbs Up/Down: 
Over the top, awesome Thumbs Up 
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ULTIMATE INIARVEL vs GAarPreonmw 3 


Rellecse Deita Novemba ER NA), 09° EU) 


—— ULTIMATE 
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Developer: 
Epic Games 


Publisher: 
ft Studios 


Systems 
Xbox 360 


Release Date: September 20%, 2011 





GRAPHICS 


The knock on Gears of War was always 
how brown and dull the world of Sera 
was. Gears of War 3 doesn’t completely 
get away from that but over the course 
of the game you'll see that Epic does 
use most of the color spectrum. Begin- 
ning in a ship trying to survive, moving 
to cities, deserts, underwater environ- 
ments, this is probably the liveliest that 
Sera has looked in the trilogy. Really as 
much grief has been given the graph- 
ics have played an overlooked part in 
helping to set the tone in Gears games, 
Gears 3 being a perfect example. Go- 
ing into the desert of the Deadlands on 
the way to Anvil Gate after losing the 
isolated and uneasy peace of the ship. 


No one thinks of deserts as easy and fun 
places to be and that suits the task of 
Marcus and company, one hellacious 
march and fight after another. Mercy 
offers an odd peace before Char brings 
players face to face with the grim real- 
ity of what the COG has done in their 
vain attempts to bring down the Locust. 


Then as you reach the climax of the 
single player campaign the sun and 
daylight break through bringing hope 
to the survivors on Sera. The Lambent you from wiping out the mutated breed, and it's good to know that Queen Myr- 
are still a nasty, glowie looking bunch  rah is still a video game anatomically correct space alien queen. Something just 
as they try their emulsified best to stop don’t change. 





AUDIO 


For all the crap Gears has taken over 
the years for having a main character 
with the personality of a caveman, the 
cast around him is so well done and 
unique that the only role left for Marcus 
Fenix to play is the tough guy. 


Baird is the sarcastic wuss, Cole brings 
the bravado, Dom eventually grew a 
softer side, and that iterations Carmine 
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brother was the Gear’s Ensign Ricky. 


Dizzy returns as the wily old coot, and 
new faces Jace, Anya, and Sam round 
out the merry band of misfits. Since ce- 
lebrities like video games too, Cliff Blez- 
inski and company have a song from 
Ice-T’s band Bodycount that rolls in the 
end credits. 


The rapper also plays a significant part 
when you're in Char, and if you're not 
sure who he is you'll know him by the 


amount of swearing he does. Through 
your interactions with the people you'll 
really get a feel for what's happened on 
Sera and how the people who haven't 
been killed yet, The Stranded, really 
feel about the COG and what the Gears 
have been up to. 


Yet they still love Cole the Thrashball 
star because sports fame is greater than 
perceived war crimes, apparently. 
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STORY/GAMEPLAY 


So things have gotten really bad on 
Sera, like so bad the COG began arm- 
ing women and putting them on the 
frontline instead of leaving them back 
to Reep the human race going. The Lo- 
cust are still running around even af- 
ter sinking Jacinto and on top of that 
the Lambent are really running amok 
now. Marcus and the rest of Delta now 
reside among The Stranded on a boat, 
staying away from anywhere the Lam- 
bent can go for as long as possible until 
Chairman Prescott arrives with a mes- 
sage from Marcus’ father. Like the very 
end of Gears 2 implied Adam Fenix is 
alive and possibly well, but now he has 
another ill-conceived plan to end the 
fighting and it's up to the boys from 
Delta squad to help him make that 
happen. 


This is the longest campaign in a Gears 
of War game and some of that time 
goes towards character development. 
At certain points in the story someone 
will have a flashback or a brief intro- 
spective. People do die along the way, 
but is it Carmine? | won’t say, but the 





people who don’t make it to the end 
it’s pretty obvious they’re about to be 
written out of the game. Unless they’re 
Carmine. The story is pretty well done so 
if you've been playing Gears of War this 
whole time the payoff will be worth it 
for you, but what about the gameplay? 


It rides the wave created by the story- 
telling adding turret and vehicle sec- 
tions were appropriate to break up 
the normal business, but the best way | 
can think to describe what's been done 
to the gameplay for Gears of War 3 is 
they've refined the old and made smart 
additions for the new. 


For those unfortunate times you're 
playing with yourself (Gears 3 brings 
back co-op, including split screen) you 
can now direct your Al squad mates as 
to who they're shooting at. New guns 
have been introduced like the battle 
rifle-esque Hammerburst, the Sawed 
Off Shotgun which they fixed up after 
the beta, and the Retro Lancer which 
gives up accuracy for power and the 
chainsaw for an old school bayonet. 
You have to be a certain kind of brave 
or lucky to use the Retro Lancer but if 





you can stick the landing after charg- 
ing someone with your bayonet, more 
power to you. Just don’t try to hit peo- 
ple with your bayonet in Horde Mode 
because after a certain point you're just 
charging to your own death. It’s been 
fun to see the idea of Horde Mode in- 
troduced in Gears 2, adapted by Call of 
Duty, then see Epic come back and put 
their own spin on what they started. 


For Gears of War 3, Horde Mode begins 
when you activate a base and the Lo- 
cust and Lambent come running. You 
can build ир defenses апа upgrades via 
a cash system a la CoD Zombies and 
when the big units start coming; it'll be 
worth it that you do. 


What's really fun is the flip mode of 
Horde Mode which is Beast Mode. Put- 
ting you on the side of the Locust, you 
have to get through 12 waves of humans 










eek ALLY суу 
р РВ 


А 
"гу «| 
— 


CARE 
— — 
б 7“ 
^ = NM 
, K 
А D 
" PAS AAT, 
4“; 
ré N 
Г ta хмем; 
ov? 2Ү% y O 
H ^. 
С. m 


uA * 
eo. as 
— n ә * у 





= 
QUU 


5 ^ E - 
"y аа — 


each in about a minute initially. There 
are time bonuses: for killing humans and 
see that you hill lots of humans because 
the better you do and further you go, 
the more units become available. Un- 
locking the Boomer was satisfying but 
getting the Berserker for the last couple 
waves is a great payoff. 


Charging through The Stranded and 
pounding them into little bitty pieces 
was a pretty fun way to finish Beast 
Mode. If you're into just the normal 
Team Deathmatch Gears of War 3 
has its own spin on that, too. Instead 
of working up to a score each team is 
given 20 lives and has to wipe out the 
other teams lives. 


The idea behind this is that it demands 
more strategy than people who love to 
be meat shields are used to. A certain 
tension comes with being the last man 


standing and going mano a mano with 
the last opposing player but getting to 
bust them with a chainsaw is pretty sat- 
isfying. 


REPLAYABILITY 


For the achievement/treasure hunting 
types there are plenty of unlockable 
costumes and weapon color swaps to 
keep you playing so you can show off 
on Xbox Live. 


There’s also plenty of COG tags and as- 
sorted letters to find in the campaign 
for achievements and to get the whole 
story of Gears of War 3. 


Gears 3 has a campaign that feels 
worth playing through a second or third 
time if just to experience it again, plus 
the multiplayer will Reep people going 
for a long time as well, whether it be to 
master the Horde and Beast modes or 
just to level up and keep putting chain- 
saws in other people on Xbox Live. 


Epic crammed all they could on one disc 
and boy is it a lot, plus they're talking 
about DLC for the campaign which if 
you liRed that you just might end up 
getting. 
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CONCLUSION 


Of all the ways for a trilogy to end, 
Gears of War 3 has done a very good 
job of ending the adventures of Marcus 
Fenix. The single player is a solid com- 
bination of storytelling and gameplay, 
and the multiplayer gives Gears of War 
3 a strong second wind once the cam- 
paign is over. Epic didn't try to make 
a game that appeals to everyone; they 
just tried to make a great Gears game. 
With that | don't think this is going to 
pull in people who Gears of War lost in 
the past, it's a fun finish for everyone 
who’s come along for the ride. 


ScrewAttack's Rating 


8/10 Buy It 


8.1/10 tu: 


2 Review Score by October 297, 2011. 
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Spider-Man: Edge of Time регі with a slick cinematic that 
weaves opening credits with a slightly interactive cinematic. At 
first, you have all the reason to believe you,are about to embark 
on a grand adventures Then you realize thatthe effect is going оп 
for far too long. What follows, is а good action game, but hollow 
Spider-Man experience. 


Е 


А ScrewAttack Written Review 








34 


мего ага 


Spider-Man: 
Edge of Time 


Developer: 
Beenox 
Ocean Interactive (DS) 


Publisher: 
Activision 


Systems: 
Wii, Xbox 360, PS3 & DS 


Release Date: October 4", 2011 


GRAPHICS 


There are a few interesting things about 
Beenox’s latest Spider-Man title, but the 
graphics are only okay. Beenox renders 
the CG cutscenes rather nicely, going as 
far as to render Amazing Spider-Man’s 
ear as his suit takes damage through- 
out the game. Spider-Man 2099 on the 
other hand keeps it clean, as energy 
pulsates through his cyber spidey suit 
and shows no damage. The problem 
lies in that, outside the Spider-men, ev- 
erything else looks generic. One minute 
you are fighting robots, the next human 
guards, then its monsters and zombies. 
All of whom have very little context 
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for their existence, let alone design. The 
case is the same for Alchemex, the cor- 
poration who you are fighting against, 
and the office building the game takes 
place in. 


While Beenox would like you to think 
that this is a true Spider-man game, 
the environments you get to play in tell 
a different story. Since you exist as two 
Spider-Men in different times, there is 
an expectation that the environments 
should look vastly different, yet they 
do not. In fact, one would argue that 
simply looking out on the vista of New 
York City should establish that point 
quickly, but you would never know it 


since the whole of the game takes place 
inside that single building. This gradu- 
ally leads to repetition and there are a 
few points in the game where you will 
play as each Spider-Man on a floor you 
had previously traversed. You could ar- 
gue that the levels are also visually re- 
petitive, but the story protects that in 
some ways. Since you never leave the 
building, it rather makes sense that ev- 
ery door looks the same. 


This does not disguise the fact that the 
animation used to open an unlocked 
door gets old. For every quick time 
event, the camera takes the same angle 
and Spider-Man approaches the event 
the same way, every time. 


The camera itself is solid though, only 
flaking out when you are in a tight spot 
or swing quickly around a corner. Oth- 
erwise, it actually does an incredible job 
of mahing the combat feel impactful. 


There is a system in place to slow down 
the action when defeating an enemy 
and it works to great visual affect. Es- 
pecially when you are 99 hits into a 
combo, finish an enemy off, and watch 
the camera swing around in slow mo- 
tion as you crush your opponent with a 
Web Hammer. The presentation makes 
everything about the combat that 
much more satisfying. 








SEISTTTERIGIE-SPEOER ANS 


SOUND 


The sound in this game is good 
and features a few veteran 
voice actors. The main antag- 
onist is voiced by Val Kilmer, 
which hind of caught me off 
guard. Much of the dialogue 
is exchanged between the two 
Spider-Men. The majority of 
the game is narrated by these 
two web-slingers bickering 
constantly. There is not a lot 
of reference to why these two 
have such beef, but you get 
the impression that both these 
superheroes can Бе rather 
stubborn. 


Music is generic, but is used 
creatively to let you know 
when you have completed 
an objective or section. As the 
battle rages and enemies are 
dropping all around you, the 
music will continue to swell, 
but once you drop that last 
enemy, it drops out alongside 
him. As you progress through 
the story, it will continue like 
this, dropping in & out for the 
snippets of dialogue between 
Spider-Men and objective 
completion. 


GAMEPLAY 


To jump right into my favorite part, the 
combat is actually a lot of fun. From 
the perspective of this being a combo- 
driven action game, Spider-Man: EOT 
delivers a satisfying experience, with 
rapidly dynamic scenarios. There is no 
blocking with Spider-Man. Instead, 
you have two different types of parry 
moves, akin to say Bayonetta. With 
Spider-Man 2099, you activate a decoy 
and can attract enemies to a position, 
while you flank. With Amazing Spider- 
man, you activate your hyper-sense, 
which increases your speed and dodges 
most attacks. Additionally, if the mode 
is used to parry an incoming attack, 
the Spider-Man will go into Overdrive 
Mode, and can unleash various spe- 
cial moves. These “parry moves” use 
up stamina. It will recharge when not 
in use and can even bolster the Over- 
drive Mode based on how much dam- 
age you inflict on your opponent. This 
helps to keep the flow of the combat 
fast, since you are not required to parry 
everything to use your special attacks. If 
the combat becomes too frantic, there 
is an ability where either Spider-Man 
can slow down or completely stop time. 
| didn’t find it very useful strategically 
and it became more of a fail-safe than 
anything else. 
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Each Spider-Man plays differently, 
so how you approach enemies can 
change based on the Spider-man you 
chose. 2099 pulls enemies towards him 
more and tears them apart with razor 
sharp claws. His “attack” animations 
make him look like he is break danc- 
ing through enemies and his finishing 
blows have weight. Amazing is a little 
more clumsy looking, but very effec- 
tive. His upgrade provides him web fists 
and he pummels his opponents around 
the environment. He also has a number 
of slower attacks, one being the web 
hammer, whose cartoony appearance 
is quite misleading based on the level 
of devastation in its wake. Certain en- 
emies will begin to require you to use 
decoys and aerial attacks, otherwise 
you can’t catch them. This is where the 
combat becomes more dynamic as cer- 
tain weapon-based enemies will have 
you dash to them. Combine this with 
the audio cues and slow motion cam- 
era work to create a fantastic brawling 
experience. 


Of course, not everything is perfect and 
the boss fights are kind of strange. Your 
first encounter with Anti-Venom makes 
some sense, but everything thing that 
follows plays hara-kiri with the Spi- 
der-Man story. Ultimately, you are left 
fighting an antagonist in a mech-suit, 
who has no business being in a mech- 
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suit. Everything from the boss fights to 
the game structure is built around the 
rule of three. Each boss has basically 
three forms, objectives in levels require 
you to do something three times, and 
the guise for this is paper thin. Spider- 
Man 2099 also has a number of levels 
where he is diving through multiple 
floors. The effect is cool, but over time 
it starts to wear off and becomes a situ- 
ation where you finish thinking, “Glad | 
never have to do that again”. 


REPLAVABILITY 


If you can get past some of the various 
short comings previously mentioned, 
there are some well-rounded imple- 
mentations to extend the life of this 
game. My first run through the story 
tooh a little over 7 hours and you can 
carry your character over to a New 
Game Plus experience on a higher dif- 
ficulty. 


There are a number of upgrades and 
special attacks which are accessed via 
two collectibles: blue orbs and gold spi- 
ders. The orbs you will get a lot of since 
they are used to guide you along the 
linear paths to your next objective, and 
gold spiders are very well hidden. You 
will probably miss a few the first time. | 
am honestly unsure if you could unlock 
every ability in a single playthrough, 





but even if you did, there are a number 
of challenge maps for each chapter that 
will provide you unlock keys for a dozen 
or so alternate costumes. You will also 
unlock concept art, action figures, and 
videos by completing the challenges. | 
kind of felt the menu system for inter- 
acting with the action figures though 
was quite cumbersome. 


Spider-Man: Edge of Time is a great 
brawler, but feels like bad Spider-Man 
game. Beenox has some great ideas 
to work with for future titles based on 
what they can do with combat. Now if 
they could just remember that the free- 
dom of swinging around a cityscape is 
inherent to the spirit of Spider-Man. 





Review зао by Odiar 30%, 2AL 


SCREWATTACK MAGAZINE - SEPTEMBER 070 





















Robot Entertainment was one of the studios which rose fromithe as- 
hes of Ensemble Studios after they ad зр Usan in 2009. Orcs 
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Orcs Must Die! 


Developer: 
Robot Entertainment 


Publisher: 
Microsoft Studios 


System: 
Pc, XBLA 


Release Date: 
October 5*^, 2011 (XBLA) 
October 12*^, 2011 (Pc) 


GRAPHICS 


Orcs Must Die! Has a very clean, car- 
toony art style. There are almost never 
any graphical anomalies and the frame 
rate is solid. Both your character and 
his horde of enemies have exaggerated 
features, which add to the personality 
of the game. The keeps you defend are 
equally impressive, but tend to look a 
little sparse. This is intentional though, 
because those are empty spaces that 
you fill with traps for your opponents. 
When the unsuspecting horde falls vic- 
tim to your gauntlet of death and 
blesses you with a visual smorgasbord 
of violence, you instantly realize what 
this game is about. Flesh and bone flay 
off the orcs liRe butter, as brimstone tiles 
burn them into ash. Sadly, the most dis- 
appointing tool of destruction was ac- 
tually anything that utilized explosives. 
The tech behind any of the various 
explosive traps was effective but very 
rarely satisfying. The damage is relative 
to the area displayed on each trap, but 
visually, they all look like duds. 


Story beats and tutorials are displayed 
in a graphic novel, single frame format. 
While this worhs in providing some sort 
of visual queue when developing the 
story, it does very little to entertain. 
There is nothing inherently wrong with 
the presentation technique, but the 


transitions are few and rarely carry any 
weight. There is a tutorial screen ac- 
cessible via the main menu, but that 
simply breaks down the hud in a few 
screen shots. The tutorials for traps are 
far worse, and despite using a clever 
parody of Da Vinci's "Anatomy of Man" 
to display the trap behavior, it quickly 
becomes a game of trial by fire. 


AUDIO 


This game sounds good, but there are 
some design decisions that fall flat. For 
example, your character is somewhat 
of a nitwit. Your previous master refers 
to you as the worst student he has ever 
had and his silly voice-over reinforces 
this. 


The protagonist will stumble over words 
or forget how he drew a conclusion, and 
then spit out a one-liner. “Boom goes 
the dynamite” is one of his favorites. 
While it fits the art style, the nonchalant 
attitude under such harrowing circum- 
stances can become annoying. After the 
third time failing a particular level, his 
jokes were no longer funny. 


Another issue is whom the character 
is speaking with during combat. The 
previously mentioned graphic novel 
approach to storytelling is not the only 
way that Robot tries to tell this story. 





The other method is in mid-combat, 
as the protagonist not only regales us 
with stories about how his teacher casu- 
ally berated him, but he also starts to 
hear voices. These voices will evolve into 
the antagonist, but it took me forever 
to figure out what was going on. It was 
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difficult for me to concentrate on de- 
fending the keep and listen to this story 
unfold amongst all the mayhem. The 
music is catchy, but a bit repetitive. The 
drum beat alone will push you through 
the level, but by the time you reach the 
final keep, it will have been enough. 
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GAMEPLAY 


Orcs Must Die! is a mash-up of tower de- 
fense meets action game, with a strong 
emphasis on player involvement. The 
game splits itself into three acts across 
24 keeps, which you must defend from 


the infinite hordes. Each keep protects 
a rift or two, which is the gateway into 
our world. Each keep has a standard 
number of waves and you can adjust 
the difficulty of a particular keep from 
the campaign menu. Like most tower 
defense games, you start with a base 
level of coin (in-game currency) used 
to build out traps for your enemies. 
The key is to find the choke points in a 
specific keep and use those to your ad- 
vantage, in addition to the entry points 
shown on the map and in-game as gi- 
ant rumbling doors. Trails of light out- 
line the path the horde plans to take 
when entering your keep, so use these 
to build out your gauntlet efficiently. 
You will have unlimited time to build 
the gauntlet during the starting wave 
and a few waves in between. Every- 
thing else is done on the fly and you can 
only sell traps during the unlimited time 
waves. It is imperative that you try to 
identify all the choke points on the first 
run, because if you make a mistake, it is 
hard to recover. There are many situa- 
tions where it felt like | had to fail a few 
times just to figure out what | had to do. 
On one occasion, | also had to turn the 
difficulty down, which was a little dis- 
couraging, but at least | had the option. 
This is both the good and bad of this 
game. Since the scenarios are not de- 
fined, the enemies that come through 
on a particular wave will very often 
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surprise you. However, when you fail, it 
will be hard and fast. You will seldom 
find yourself in a situation where one or 
two slip through unabated. 


The only apprehension you may have 
with turning the difficulty down, is that 
the lowest level of difficulty limits your 
skull rewards at the end of the match. 
Normally you can earn up to five 
skulls, but on easy you are capped at 
two skulls. The skulls are used to per- 
manently upgrade your traps, so you 
want to earn as many as possible. The 
traps are definitely the best part of 
the game, equally creative as they are 
dangerous. They fall into a few different 
categories: projectile, bladed, physics, 
and explosive. The projectile traps are 
composed of spring-loaded walls filled 
with arrows, archer guardians, and au- 
tomated ballistas. Bladed traps mince 
enemies into little pieces and are par- 
ticularly effective in tighter corridors. 
Physics traps alter movement, whether 
by catapulting an orc into a pit of lava 
or slowing his pace so a swinging mace 
can crush him. Explosive traps behave 
in two ways, requiring you to activate 
them (explosive barrel) or using them 
in a decoy, which attracts enemies be- 
fore it explodes. Traps are not every- 
thing though, as Orcs Must Die! depends 
heavily on player participation. It is fun 
to know that there is no time for a nap 
between waves or during a boss. You 
should always be moving, always fight- 
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ing and when a big guy comes stomp- 
ing through your Keep, shoot him in the 
face with a ballista. Of course to fight 
you need some leet gear. Your hero 
comes equipped with a bow and sword, 
which behave exactly as you would ex- 
pect them to. The bow is the most ef- 
fective and cannot be unequipped. 
Headshots are clutch, especially when 
fighting stronger enemy types. In the 
long term they can also be imbued with 
magic, setting enemies ablaze with ev- 
ery shot and increasing the power of 
your sword swings. In addition to the 
weapons, you will eventually gain spells 
that are incredibly effective against the 
stronger enemies. 


Spell types include wind, fire, lightning, 
and ice. Both the spells and weapons 
have alternate fires that usually behave 
like traps. The fire and lightning specifi- 
cally create elemental walls, which in- 
cur an absurd amount of damage. It 
should be noted that the wind element 
was actually one of the best tools in 
the early stages of the game. On more 
than one occasion, | found myself using 
the ability to push back huge groups of 
enemies into either my traps or pits of 
lava. Watching the horde flail through 
the air into a grinder is incredibly satis- 
fying. There are a number of different 
environmental traps that are one-use 
freebies, like chandeliers, cauldrons of 
acid, and even spiked logs. Mid-game, 
you will gain access to the Weavers, a 


trio of maidens who will allow you to 
buff certain aspects of the Keep and 
yourself. You may only choose one, but 
each weaver augments a specific play 
style, to great effect. The skills they pro- 
vide do cost money and will draw from 
the same pool you use on traps, so be 
mindful of how much you spend. Per- 
sonally, the magic weaver was the most 
effective and focused mostly on turning 
the hero into an unstoppable force. 


REPLAYABILITY 


While there are 24 keeps across 3 levels 
of difficulty, the replay value is particu- 
larly low for this game. Orcs Must Die! 
Does have leaderboards, so if you are 
competing for bragging rights against 
friends, this game makes it easy. It re- 
ally would have benefited from hav- 
ing co-op built in to encourage players 
to replay the same levels. Otherwise, 
the only reason to go back and play 
through the keeps you have completed 
is to earn more skulls and increase you 
score. The first run through all the keeps 
is still rather meaty. Altogether, it prob- 
ably took about 10 hours to complete 
all the levels on normal (War Mage) dif- 
ficulty. 


While Orcs Must Die! Is not a perfect 
game, it is a surprisingly deep and chal- 
lenging experience. It is important to 
emphasize that this is a tower defense 
game with action bits. Its campaign 
length alone is worth a $15 experience, 
but you should definitely play the demo 
before you commit. Even with its short- 
comings, Orcs Must Die! Is a good game. 
Anyone who enjoys building ridiculous 
death traps and watching waves of en- 
emies crash against it will find a lot of 
joy in Orcs Must Die! 
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With Activision churning out yearly iterations of Spider-Man games, 
it seemed that the beloved X-Men franchise was getting left'in the 
shadows. Silicon Knights stepped forward to shine some light on the 
super-powered mutants by promising a deep, rich storyline filled with 
playerichoices that will deeply affectithe narrative alongside an RPG- 
like progression system. Silicon Knights failed on all accounts. 


A ScrewAttack Written Review 
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Publisher: 


Activision 


Systems: 


Ф Xbox 360, P53, Wii, DS, 


ы Release Date: September 27%, 2011 
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GRAPHICS The majority of the game takes place 
in a destroyed city, so expect to see the 
same looking desolated streets and 
buildings with washed out colors. The 
closest things to environment variety 
are a few factory levels and sewer sec- 


tions, which is an atrocity on its own. 


While it’s nice to see someone not using 
the Unreal engine, X-Men: Destiny could 
pass for a late Xbox or PlayStation 2 
title. Character models have extremely 
lifeless faces, and hair or long clothing 
constantly clips through their shoul- 
ders, chins, and torsos. Some iconic he- 
roes are done very well, such as Cyclops 
and Magneto. Others, especially Emma 
Frost, Mystique, and Nightcrawler, are 
practically offensive. Couple this with 
bizarre graphical glitches (most notably 
in Quicksilver) and it’s tough to keep 
your eyes on screen. 


AUDIO 


The voice acting ranges from pretty bad 
to pretty good. Again, Magneto stands 
out as a solid performance, whereas 
Gambit’s accent fluctuates constantly, 
and the new main characters lack emo- 
tion. However, using one recognizable 
voice actor to voice multiple people is 
extremely off-putting. We all know No- 
lan North is a phenomenal voice actor, 
but having him voice Cyclops and all of 
the weakling baddies throughout is re- 
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If you don't get sick of looking at ugly 
characters or every enemy in the room 
looking exactly the same, you'll surely 
get sick of repetitious environments. 
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ally lazy. The same goes for Steve Blum. 
He’s been a great Wolverine for the 
past several years, but not as Pyro too. 


Everything else lacks impact. Several 
cutscenes seem to be straight up missing 
sound effects, and the ones that do oc- 
cur lack any sort of bravado. They suf- 
fice during combat, but again, it all feels 
like it lacks the extra “oomph” to make 
it feel like any damage is being done. 
The music is practically underplayed in 
every instance, making it forgettable 
and tensionless. 


GAMEPLAY 


As mentioned earlier, every facet of 
gameplay in X-Men: Destiny falls flat on 
its face. The game is an action/brawler, 
punching through groups of enemies 
using a simple two-button combo sys- 
tem for light and heavy attacks. You 
can choose one of three original charac- 
ters, and then choose one of three pow- 
ers: “density control” (read: rock-arm 
punching), energy projection, or dark 
matter blades. They play as the three 
common RPG archetypes: heavy melee, 
ranged casting, or quick melee. 


Customization comes from X-Gene 
power ups collected from completing 
missions or scattered about the world. 
Every gene is based on a popular mu- 








tant from the universe and is split up 
into offensive, defensive, or utility up- 
grades. Examples include lceman's of- 
fensive gene dealing ice damage, Psy- 
locke’s defensive gene allows phasing 
through enemies, and Gambit’s utility 
gene increasing run speed. At key mo- 
ments in the story, you may choose one 
of two powers to unlock for your chosen 
mutant type. 


Nevertheless, everything about it is dull. 
You'll be mashing the same combos 
from beginning to end, and unlocked 
powers are hardly powerful or visually 
impressive. The game essentially plays 
as a series of closed off arenas connect- 
ed by linear hallways. 


vEach arena locks you in a space of the 
level and won’t let you continue until 
everything around you is pummeled 
into unconsciousness. Even the missions 
assigned from famous mutant charac- 
ters consist of magically whisking you 
away to an arena with a time limit and 
the command of “Defeat X Enemies”! It 
offers so very little in variety and excite- 
ment that they’re hardly worth your 
time. 


You're tricked into thinking they're 
worth it, though. The best way to col- 
lect X-Genes is to complete these mis- 
sions. However, it seems the X-Genes 
have hardly any impact on gameplay, 
and seem to better for cosmetic purpos- 
es than anything else. In a test against 
a boss fight, a standard attack did the 
same amount of damage as the same 
attack equipped with Wolverine’s Of- 
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fensive gene that promised increased 
damage. Only with Wolverine’s, the at- 
tack was yellow. 


Aside from X-Genes, you can also get 
suits to match your favorite hero or vil- 
lain. There’s even a gameplay element 
of having an entire set of genes with the 
suit grants you powerful X-Mode pow- 
ers. However, it’s nearly impossible to 
obtain a set. The X-Gene rewards and 
placements are completely random. 
Doing a mission for Colossus can yield 
an X-Gene for Toad. Since they’re im- 
possible to actively seek out and have 
very little bonuses to gameplay, it isn’t 
worth the time to find X-Genes. Espe- 
cially since several X-Genes yield, the 
exact same power ups as others. Most 
useful X-Gene is easily Gambit’s Utility 
gene, which allows you to sprint, so that 
you can get through the game faster. 


The biggest failure in gameplay is the 
RPG elements that were oh so flaunted. 
Dialog trees are minimal at best, with 
some conversation consisting of a single 
choice the entire time, making it abso- 
lutely pointless to have a conversation 
tree. It was always promised that X- 
Men: Destiny was all about choice, but 
none of them actually matter. While the 
three new mutants are all accompa- 
nied with somewhat compelling back- 
story, it does not change the overall 
narrative or their feelings on whatever 
situation they’re in. Completing missions 
or blatantly choosing between mutants 
awards you faction points to either the 
X-Men or the Brotherhood, and these 
faction points have absolutely no ef- 


yt ie 
— _ 7 SCREWATTACKMABAZINE-SEPTEMBER — 47 


fect on gameplay. Ultimately, the only 
choice that matters is one near the end, 
and all that does is change who you 
hear a speech from before the credits. 


Even though the combat is repetitive 
and boring, the X-Gene powers do lit- 
tle, and the RPG elements are shallow 
at best, it does work. There were only 
a few technical issues (such as enemies 
getting stuck in the world) and it does 
include a handful of well-known and 
lesser known mutants. lt only takes 
wading through mind-numbing sim- 
plicity to get a few scant minutes of 
screen time with them. 


REPLAYABILITY 


| completed the game on standard dif- 
ficulty in 3 hours, 47 minutes. That’s less 
than four hours. Granted, this is because 
of skipping some missions. Being told to 
defeat 200 enemies in an arena is not 
compelling enough to complete it. Ev- 
ery single boss fight is laughably easy, 
and the final boss is literally a repeat 
of two pathetic boss fights from earlier. 
The only thing that can be gained from 
another playthrough is seeing what the 
other short, dumb ending is. 


X-Men: Destiny is a shallow, heartless 
game.Little care has been put into the 
story, the world, the characters, or the 
game mechanics. Its simple gameplay is 
too drab for hardcore fans, and the con- 
versations are too boring for younger or 
casual audiences. The game appeals 
to no one, and is better off being com- 
pletely forgotten... much like X-Men 3: 
The Last Stand. 


ScrewAttack's Rating 


3/10 Fan 


Community Rating 


2.7/10 Fan 





A Review Score by October 30", 2011. 
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T.E.C. 3001 is an independent title from Pheonix Game Studio, and 
part of Xbox Live’s Indie Games Summer Uprising. It’s one of those 
constantly-running games, like Robot Unicorn Attack or Sonic and 
the Secret Rings, and costs 240 MSP. That’s only 3 dollars! You know 
what else costs 3 bucks? A cheeseburger. Which begs the question: is 
T.E.C. 3001 a sweet deal, or are you getting what you pay for? 





A ScrewAttack Written Review 
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T.E.C. 3001 


Developer: 
Pheonix Game Studio 


Publisher: 
Pheonix Game Studio 


Systems: 
XBLA 


Release Date: August 24, 2011 


GRAPHICS 


T.E.C. 3001 is easily one of the best look- 
ing games in the Summer Uprising line- 
up, despite how simple it really is. You 
take control of a robot (which looks an 
awful lot like a Terminator) who is run- 
ning his way from point A to point B in 
a world that will immediately remind 
you of Tron. The landscape is a single, 
bright color and gives a very sci-fi feel to 
the game. It’s actually very appealing 
to the eye, for the most part. The color 
scheme of the world can be changed by 
running through RGB gates. Switching 
from a soft blue to an alarmingly bold 
red can sometimes be a bit jarring, but 
if there’s any problem you can change 
the colors in the pause menu, as well. 
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The robot itself is very well animated. 
It smoothly transitions between the run- 
ning, leaping, and sliding like it’s done 
this hundreds of times before. There’s 
even a neat looking ninja roll it pulls off 
after each particularly impressive jump! 


SOUND 


Each level has an underlying rock/tech- 
no style beat, which again may remind 
you of Tron. The tracks aren’t exactly 
anything you'll be humming to yourself 
later, but they fit the environments ex- 
tremely well and add to the digitized 
atmosphere. 


The sound effects, on the other hand, аге 
anything but impressive. They’re hardly 
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even there! It’s a little strange seeing 
your robot rocketing down a metal 
hallway while somehow being quiet as 
a mouse. Fortunately, the speed of the 
game and unique world impress differ- 
ent standards to a player then more re- 
alistic games do, so you might not even 
notice the lack of some sounds. 


GAMEPLAY 


T.E.C. 3001 has a very basic premise; 
get to the end of the level as fast as you 
can. You also need to collect a certain 
number of batteries scattered along 
the track, or else you lose even if you 
do reach the finish line. Besides run- 
ning, your robot uses three simple ac- 
tions to maneuver through each level: 
jumping over walls, sliding under gaps, 
and charging through glass. While the 
great graphics and visual design help 
the player see everything, this is where 
the game takes a steep nose-dive and 
never pulls back up. 


The game isn’t as much about speed as 
you might think. There are several lev- 
els that require a more start and stop 
approach, which can get tedious real 
fast. Other times, the insane speed can 
actually work against you, keeping you 
from making certain turns or picking 
up enough batteries. You can also go 
so fast it’s almost impossible to react to 











everything. In fact, the only way to beat 
a level is through trial and error as you 
memorize your path. 


However, this “Aaw” seems intentional, 
and it turns out the game’s main driv- 
ing force is its unforgiving difficulty. 
Many levels are designed well for the 
speed involved, and even feature mul- 
tiple paths you can take. There’s noth- 
ing more satisfying than leaping, sliding, 
and charging through a level without 
making any mistakes. The thing is, you 
are going to make mistakes. A lot of 
mistakes. 


It is very easy to die. If your robot touch- 
es anything that isn’t the floor or a bat- 
tery, it dies. To help with this, you have 
unlimited continues, the pacing be- 
tween death and respawn is quick, and 
there are checkpoints scattered around 
each level. Keyword being “scattered.” 
The developers seem to have just 
thrown the checkpoints in completely 
random places. Not only does this cre- 
ate such a vast difference in difficulty 
between sections of each level, there 
are even some that start you off facing 
an empty chasm! 


This is one of those games that gets very 
frustrating. Like throwing-your-con- 
troller-across-the-room-frustrating. But 
the difference between fun-frustration 
and angry-frustration is control. As | 
mentioned, you have three different 
moves: jumping, sliding, and charging. 
However, when sliding or charging you 
lose a lot of control over your robot, and 
if you're going at max speed you've al- 
ready lost quite a bit of control in the 


first place. The jumping takes too long 
to actually reach its peak, meaning you 
have to jump well in advance of the 
obstacle you want to clear, sometimes 
euen before it actually appears. There is 
a second jump you can perform in mid- 
air, but the timing is pretty specific. It 
has to be done before or as you reach 
the peak of the jump. If you wait any 
longer (like if you try to maximize dis- 
tance over height) the second jump will 
not work, sending you tumbling to your 
death. Oh yeah, there's also the little 
problem that sometimes you can fall 
through the floor. 


These might sound liRe small com- 
plaints, but when the entire focus of the 
game involves avoiding obstacles at a 
million miles an hour, these issues pile 
up quich. My point is, with T.E.C. 3001; 
many of the deaths actually feel more 
the game's fault than the players. 


RE-PLAYABILITY 


T.E.C. 3001 features 21 levels. Each is 
about a minute long, though it could 
take anywhere from 20 minutes to an 
hour to memorize the path you need 
to take. When you do beat each level, 
the game gives you a score and rank, 
and by beating it once you should know 
enough to be able to blaze through it 
a second time, completely dominating 
your previous score. 


Surprisingly, despite the unrelenting 
difficulty, T.E.C. 3001 is fairly addictive. 
You'll find yourself coming back every 
now and then to try beating that one 
level you just couldn’t stand the day 
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before. Finally finishing is satisfying, but 
you won't want to go through it all over 
again. The levels will all start to blur 
together about halfway through the 
game, so you won't be saying to your- 
self “Gee, | really liked level 16. Let's do 
it again!” Nope. You won't have any 
idea what level 16 was like. 


CONCLUSION 


The strongest asset T.E.C. 3001 has to 
offer is its measly price of $3. If you're 
looking for a challenging game with 
fast-paced platforming, it’s certainly 
worth the price of a cheeseburger. How- 
ever, most people will probably want to 
give this one a pass. It’s a simple game, 
making it easy to pick up and play, but 
its time-consuming frustration due to 
flawed gameplay, along with discour- 
aging replayability, earns it a below- 
average score of 4.5 out of 10. 
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What do you get when you cross a good game with vampires? You 
get inFAMOUS 2:\Festival of Blood, the newest addition to the little 
brother of the PS3lexclusives, inFAMOUS 2 from Sucher Punch. With 
its 10 dollar price — and having it be released in October, it is per- 
fect in with the season of Halloween. But is it worth sinking your 10 
dollar fangs into or should you avoid this like the sun? 


By g1 SM3Carnage 
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inFAMOUS 2: 
Festival of Blood 


Publisher: 


Sony Computer Entertainment 


Systems: 
psa 


Release Date: 


МА- October 25", 2011 
EU - October 26, 2011 


STORY 


The story starts at a bar with Zeke 
who’s trying to pick up a chick by mak- 
ing up a story about Cole becoming 
a vampire. Cole was rescuing people 
who were trapped in a tunnel near the 
church on Pyre Night, a day when ev- 
erybody in New Marais celebrates the 
day when they killed a vampire Rnown 
as Bloody Mary. But Cole gets caught 
by some vampires and they use Cole’s 
conduit blood to resurrect Bloody Mary. 


In the process, Cole becomes a vampire 
and Bloody Mary informs him that if 
he’s still a vampire until sunrise, he will 
become Bloody Mary’s slave. 


So Cole must now kill Bloody Mary be- 
fore she takes control of him and before 
she burns down New Marais. The story 
is ok and it’s a perfect beginning to this 
What if story. But with Zeke narrating 
the whole story instead of Cole; it makes 
Cole a very one-dimensional character 
who doesn't say anything about his new 
vampire-ism. Just another day for Cole 
McGrath, | guess. 


Also the game try’s to do the same thing 
the last game did. Having text pop out 
after you completed a mission telling 
you how much time you have left be- 
fore sunrise. Just like in the last game, 
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it does count down the time left in real 
time. Does it lose its effect because you 
can go around New Marais, suching 
other people's blood without having to 
worry about the sunrise. Imagine if Ma- 
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jora’s Mask didn't have a time limit and 
just let you got around doing the side 
mission without a care in the world. It 
would not be as good if they did that, 
let me tell you. 





GAMEPLAY 


If you just go through every single mis- 
sion none stop, it will only give you one 
hour or more gameplay from it, so you 
should take your time going through 
the other stuff there is to do in this game. 


The gameplay is just the same from the 
other inFAMOUS games with its plat- 
forming, shooting, superheroey sandbox 
action that made inFAMOUS stand out. 
But they have removed the moral sys- 
tem, which | have no problems with. | 
mean when you are a vampire, there’s 
no such thing as good or bad. 


It’s all about survival. | find it kind of 
cool that even if you’re going around 
New Marais, you can actually face 
Bloody Mary as she goes around suck- 
ing blood. She shows up on the map 
as a big red star and you can pursuit 





GRAPHICS 


The graphics haven’t really been im- 
proved. But it makes up for it by giving 
New Marais a Halloween make over. 


The look and feel of New Marais has 
changed dramatically. Everywhere you 
go, you will see people celebrating Pyre 
Night with bat wings on their backs, 
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the red fog which is Bloody Mary. Now 
you can’t really fight her, because she 
will just take all of your electricity away 
(but you can just recharge yourself at 
the nearest lamp pole) and send some 
vampires after you. Even though you 
can't hill her until the end, it is at least 
cool to the final boss just going around 


New Marais doing the exact thing you 
do. 


Not a lot has been added aside from 
the new ability known as Shadow 
Swarm, which allows the player to fly 
for a short period of time. But you can 
extend the time period of the Shadow 
Swarm by looking for bottles of blood 
scattered all over New Marais. The 
Shadow Swarm is pretty awesome, let- 
ting you fly from rooftop to rooftop. 
It’s the best transportation in the entire 
game. Other than that there's vampire 
sense, Which allows you to track down 
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dancing, drinking, kissing and it really 
makes New Marais more alive than 
euer before. The game really works 
hard on mahing a place we have al- 
ready explored feel like a whole new 
place, and it’s succeeds on doing so. 


The vampires look like they should with 
their white skin and sharp teeth. And 
the Firstborn, who are giant bat crea- 


vampires disguised as humans апа see 
things that you didn't see before. What's 
disappointing is that those are all of the 
new vampire powers. There's no electric 
power that takes the advantage of the 
main character being a super vampire. 
Why there aren't any bolts that take 
blood from other vampires or grenades 
that attract vampires and then blows 
them up? And those are just a few ideas 
that came up my head as cool electric 
vampire powers. 


Also in Festival of Blood, only one out of 
the three areas from inFAMOUS 2 are 
available. Now | can understand seeing 
asthe other areas are kind of boring but 
they should have at least included the 
areas in UGC mode. Otherwise there's 
no new area to explore expect for the 
tunnel. But that area it's just a point A 
to point B type of place and you will 
only go there for missions and a trophy. 
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tures, also looks great. The cutscenes, ei- 
ther animated or in-game, looks good 
and helps to set the tone of the story. 


In the end the graphics hasn’t been im- 
proved since the last game but it makes 
up for it by giving new life to New 
Marais with its dressed up civilians, scary 
vampires and some nice comic book 
style cutscenes. 
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SOUND 


Again, the sounds haven’t really 
changed from the last game. It still has 
the same music as in the second game 
and the same electric sound effects as 
before. But it makes up for it by having 
the sound complement the look of the 
game. 


You will hear people dancing, having 
a good time, playing music, playing 
drums and burning stuff. It helps the 
environment a lot Rnowing that people 
are partying even though there are 
vampires on the loose. Zeke and Cole 
still has the same voice actors as before 
and the voice actress who plays Bloody 
Mary really does a good job of mak- 
ing a villain that you really want to hill. 
Other than that, the sound isn't that in- 
credible but it is at least decent. 


DIFFICULTY 


The game isn’t that hard if you have 
played the other inFAMOUS game, 
even if you set the difficulty on hard. 
The enemies aren’t that difficult, they 
are more annoying with their telepor- 
tation. But it's not a game breaker nor 
doe: it frustrate you so much that you 
want to stop playing the game all to- 
gether. 


There are different kinds of enemies like 
people who acts like zombies who just 
try*s to run up to you to either hit you 
or bite you and they are probably the 
most annoying enemies in this game. 
There are also normal vampires with 
crossbows, vampires with throwing stars 
for hands, vampire chicks with Uzi’s and 
giant bat creatures. It's not really hard 
to find the collectibles either especially 
when you get enhanced vampire senses. 


The game won't challenge anyone who 
has played the other inFAMOUS games. 
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REPLAYABILITY 


After you have completed the game, 
you can go and collect blood bottles so 
you can extend the time period of the 
shadow swarm, which it’s totally worth 
it. There are also stuff you can do so you 
can get new powers and trophies like 
kill this many vampires so you can get 
a new grenade. But again, the pow- 
ers are recycled from the last game so 
there’s no new electric ability to have 
fun with, which is really disappointing. 


The trophies are not really worth it be- 
cause even if you collect all of the tro- 
phies, you don’t get a platinum trophy 
that you usually get from collecting all 
of the trophies in a game. You can also 
look for Mary’s Teachings, which serves 
as Dead Drops for this game. You have 
to follow arrows which you only can see 
with vampire senses to find some writ- 
ing on the wall which will tell you more 
about Bloody Mary. It is worth finding 
at least five of these because then you 
get enhanced vampire senses so you can 
more easily find the blood bottles. But 
sometimes the arrows lead to people in 
















cages that other vampires are guard- 
ing. And it’s totally useless to free them. 
You don’t get a new ability, no trophy 
or anything. Plus you can suck the blood 
out of people of the streets so there’s no 
reason to free them. They are just an- 
noying. And last but not least, there is 
an improved User Generated Content 
mode which allows you to make your 
own missions. 


Now you have the ability to make your 
own comic book style cutscenes. While | 
haven’t completed a level, but it’s fun 
letting your mind think what kind of 
mission you want to do. The mission cre- 
ator seems complex, but if you take a 
few hours on it, you will become a god. 
If anyone enjoyed making levels in in- 
FAMOUS 2, they're probably going to 
enjoy this as well. 


CONCLUSION 


While this game suffers from a very 
short campaign compared to the oth- 
er inFAMOUS games, you actually get 
quite a lot from this game, considering 
the price. 


An improved creation mode, a few but 
extremely cool vampire powers, a new 
looking New Marais to explore, new 
stuff to collect and some cool vampire 
enemies. This is a must buy for any in- 
FAMOUS fan in the Halloween spirit 
but just beware that the game might 
be shorter then you expect it to be. 


Rating: 7.5/10 
Buy it 
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Aliens: Infestation 


Developer: 
Gearbox Software 


WayF orward Technologies 
y g 


Publisher: 


SEGA 


Systems: 


psa 


Release Date: October 11^, 2011 


TheGood 


RETRO GRAPHICS 


Whilst | have no idea if this was an in- 
tentional decision by WayForward 
or just simply a cost-cutting measure, 
| have to say | do very much love the 
graphics in Aliens Infestation. Although 
likely one of the last big DS games to be 
released before everything moves to the 
3DS, the graphics in Infestation harken 
back to the GBA and possibly the SNES 
days with everything from the Marines 
to the big bad Alien Queen all beauti- 
fully realized in 16-bit sprites. The back- 
grounds, whilst in fitting with the char- 
acters, are deliciously detailed at times, 
perfectly setting the eerie mood we all 
associate with the Aliens films, or at least 
| hope we do. Animations are well...ur... 
animated, so whilst it has a retro look, 
Infestation doesn't look cheap by any 
shape or form. Dialogue pops up in the 
form of screen-filling boxes, sporting a 
static picture of the character speahing 
at the time, a primitive form of com- 
munication, but one that certainly fit: 
the style the game clearly is going for. 
All in all, gamers who love a bit of Retro 
loving will be masturbating feverishly 
over Aliens: Infestation. Or not, depend- 
ing on their sexual preferences. 
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AWESOME MOMENTS 


When the game was revealed, we were 
promised moments that harkened back 
to the films the game is so lovingly craft- 
ed from, and WayForward certainly 
didn’t disappoint on that regard. 


Whilst the game as a whole is, in gen- 
eral a love letter to the Alien franchise, 
particularly Aliens (obviously), there are 
numerous set-piece moments that will 
make any fan go all giddy. One such 
moment is pictured directly above and, 
whilst | won't divulge how that particu- 
lar boss fight plays out, | will say that 








it’s probably my favorite moment in 
the game. When not dueling with Alien 
Queens, you'll also find yourself joyfully 
flame-throwering your way through 
Xeno's and eggs, taking a trip in an 
APC, visiting a rather... familiar Alien 
monument (Which can be seen below) 
and, oh yes, coming across a few Cats 
every now and then for good measure. 


There are a few other moments that 
will be deeply familiar to anyone who's 
watched the films, but also a couple 
of unique moments that are awesome 
as well, as a nerdgasming experience, 
Aliens Infestation has a lot to offer. 











METROID-ESQUE 


With Metroid seemingly being ignored 
by Nintendo thanks to Other M, it’s un- 
likely we'll see a new 2D Metroid game 
for some considerable time; thank god 
WayForward came along and provid- 
ed us with something to hold us for the 
meantime. Aliens Infestation may be a 
love letter to the Aliens franchise, but 
it’s also in a deeply passionate relation- 
ship with Metroid too. Whilst the design, 
combat (1 know it's been compared to 
Contra but | feel it’s more like Metroid) 
and constantly sinister soundtrack feels 
like most of the Metroid titles, the pac- 
ing and semi-linear fashion of Infesta- 
tion feels specifically similar to Metroid : 
Fusion. Whilst the 4 or so separate large 
locations are technically open-ended, 
the game will put numerous obstruc- 
tions in your way to prevent you from 
straying too far off the path, you're only 
really able to explore a location fully 
once you've collected all the numerous 
heycards and items in that area, but 
еуеп then most of the additional good- 
ies to find only branch off slightly from 
the main path and are easily reachable 
to anybody who wants to locate addi- 
tional marines or upgrade...box...things. 
Fans of 2D Metroid will definitely enjoy 
this game, although it is certainly small- 
er in scope and less exploration-worthy 
than the Metroid franchise is known for. 


FUN, SATISFYING GAMEPLAY 


The gameplay of Aliens Infestation is 
very simple, you have one marine, car- 
rying one main weapon and a trusty 
side-arm to fall back on (Not that you 
ever need too) as well as numerous gre- 
nade based items that you gather over 
the course of the game. You traverse 
your way through rooms and corri- 
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dors, essentially shooting anything that 
moves (There are civilians at times, but 
there is no penalty for taking them out, 
and some shove you about so FUCK 
EM), you explore a location, first getting 
the map data, then attempting to reach 
an objective point to collect an item to 
help you explore deeper into that area, 
after doing that for a while you'll come 
across a boss, once the boss is dealt with 
you move onto a new area, the game 
revisits previously visited locations for 
new objectives, giving you the chance 
to explore previously blocked off sec- 
tions, although you 
never have the option 
of choosing which loca- 
tion to go yourself. 


Killing Xenos in their % 


various forms is simple 
enough when just one 
of them is present, but 
when you get 2 or 3 at- 
tacking you, along with 
facehuggers and new- 
borns (Which make 
that awesome scream 
from the original Alien 
btw) you'll find things 
become more difficult. 


Plowing through Eggs 
and Aliens is a satisfy- 
ing, straightforward 
process that will make 
you feel like the ULTI- 
MATE BADASS (Sorry), 
that title quickly being 
stripped away from 
you when you find 
yourself face to face 
with one of the games = 
numerous, challenging 
and highly retro boss 
battles. 
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KNIFE-TRICK МІМІСАМЕ 


Whilst the main game is full of epic mo- 
ments and callbacks to the films, this 
unlockable mini-game is by far one 
of the best nostalgic moments. Refer- 
ring back to the infamous Knife Trick 
scene in Aliens, and styled as a NES 
game, complete with High Score Lead- 
erboards and an awesome 8-Bit Face- 
Hugger animation on the main menu, 
Knife Trick is a pretty straight forward, 
but addictive touch screen mini-game. 
Vou use the stylus to tap at gaps be- 
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CAMERON 





tween Hudsons (Presumably it’s his) 
hand which are highlighted in red, the 
game will challenge you to go faster and 
faster, not unlike Bishop the Android in 
the film, the game being over when you 
tap on part of the finger. It’s a hell of a 
lot of fun, and a great nerdgasm mo- 
ment for me personally. My personal 
high score is 215 with 2.725 Taps/Sec, try 
and see if you can beat that when the 
game makes it your way, gang. | DARE 
YOU. 


GAME OVER MAN, GAME OVER. 
SORRY... HAD NO CHOICE. 


Minus the long-hoped for blending 
of Aliens/Metroid, Infestation’s USP 
(Unique Selling Point to those who don’t 
watch The Apprentice...) is the Marine 
death mechanic. Basically, you start out 
the game with 4 unique Marine char- 
acters with different styles, personalities 
and dialogue, as you traverse the game 
you'll come across other marines in hid- 
den areas, if you haven't been following 
this game you'll probably be wondering 
why...wondering until the Marine you're 
controlling dies and..then the game 
carries on...what? That’s right, if your 
Marine dies in the game, that’s it, unless 
you restart the game to your last save, 
they’re gone for good, and you will then 
need to go and recruit one of the Ma- 
rines you found beforehand into your 
Platoon to replace the one you lost. 
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Whilst, as far as | can tell this has no ef- 
fect on the Story or Gameplay beyond 
different dialogue, | found myself hind 
of upset when a Marine | had been us- 
ing for a long period of time kicked the 
buchet. There are 19 different Marines in 
the game, with 15 of those being hidden 
about the games various rooms and lo- 
cations. You have a rather pitiful health 
bar and that never gets upgraded so 
you'll have to be extra careful if you 
want your Marines to make it through 
the game. In my first playthrough | lost 8 
Marines in total, only one of those was a 
death outside of a Boss Fight, which are 
by far the hardest parts of the game. 


That said, having this mechanic actu- 
ally makes the game easier, as when 
you die you start right where you left 
off with full ammo and health again, so 
there’s no real downside to the concept 
unless you REALLY grow attached to 
one of your Marines. 


THE CREDITS MUSIC (MILD-CREDITS 
MUSIC RELATED-SPOILERS) 


Aww yeah...no need for words really... 
lazy | know. Fuck you that song is too 
awesome to describe in a Paragraph. 





TheDad 


UNFAIR AT TIMES 


With its Retro design comes the inevita- 
ble Retro game unfairness. I’ve already 
talked about the rather paltry health 
bar, but this problem is only further 
worsened by the scarcity of health in 
the game. Whereas in Metroid, health 
spawns from dead enemies, Aliens In- 
festation requires you to either find 
a save room, or locate one of the few 
First Aid Kits found in each level. That 
doesn’t sound so bad in an open-ended 
game, you're probably thinking right 
now, why not just go back to the Health 
or Save room? Well, problem is that for 
the most part, all the enemies respawn, 
even the eggs (Which makes no sense 
with the absence of a Queen) mean- 
ing that going bach is sometimes just as 
bad an idea as going forward, with the 
added incentive of Marine deaths add- 
ed to that mix, the game can get rather 
frantic at times, some might say this is a 
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good thing, | would say it 
was unfair. 


Speaking of which, the 
Non-Alien enemies in 
this game are a pain in 
the arse, the Androids 
you come across at the 
start of the game are an- 
noying, but easy enough 
to kill once you have a 
system, the real irritation 
comes in the form of ri- 
val soldiers, who will po- 
sition themselves behind 
a box and only poke 
their heads out to fire... 
at you...with a gun that 
knocks you to the ground, basically, this 
means it’s impossible to take out these 
guys unless they’re positioned directly 
in front of a door, in which case lob a 
grenade, if not, you'll just have to climb 
over the box, take some damage and 
take them out. 


NO SICNRL NO SICNAL 


They’re especially annoying in pairs, 
when you add to the Health problem 
| mentioned above to this, you’re going 
to get frustrated. FINALLY, this may 
just be on the 3DS, but | found it hard to 
aim at moving characters in this game, 
most of the time, enemies will be di- 
rectly in front of you, or behind you, but 
sometimes they'll run at you, climb on 
the ceiling or surprise attack you from 
behind without warning from the mo- 
tion tracker, the controls become fid- 
dly in frantic situations, and often you'll 
find yourself aiming the wrong way at 
the worst possible time, leading to more 
of the problems | talked about above. 
GRRR. 
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RIDICULOUSLY SHORT 


On my first playthrough, 
missing only one Ma- 
гіпе and finding most of 
the Upgrade boxes (Al- 
though not able to use 
all of them as you have 
to switch weapons in 
the save rooms and can 
only upgrade each one 
3 times), | managed to 
complete the game in 
less than 6 hours. Note, 
this wasn't a speed-run 
or а half-assed play- 
through, | explored, and 
| took my time doing so 
and | still found myself watching the 
credits far earlier than a game should 
be allowed. Bare in mind that my time 
of 5:39 is according to the 3DS and not 
the game, meaning that time would 
also include menu navigation, pausing, 
and the extras. This is a ludicrously short 
amount of time for a game which, as | 
will go into below, isn’t huge on varia- 
tion. | mean, sure it’s not as expensive 
as an 360/PS3 title, and will most likely 
be in the bargain bin by Christmas, but 
for a game that has been in develop- 
ment for at least 3 years, under 6 hours 
of play is simply not good enough, fun 
as it may be. 





: @ а 
ooo 003 m 


Hr ik 


REPETITIVE 


Whilst fun to play, Aliens Infestation 
won't be earning any points for vari- 
ety. Sure, there are a few brief break 
ups in the otherwise same gameplay, 
but on a whole, this game comprises of 
you walhing through doors and shoot- 
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ing at the same 4 or so en- 
emies again and again and 
again, before fighting a boss, 
2 of which are technically 
the same. There are only 3 
(or possibly 4) different lo- 
cations, and most of these 
places are identical in most 
respects, when you take into 
account that you're revisit- 
ing these areas as well you'll 
start to understand how re- 
petitive Aliens Infestation is. 
Don't get me wrong, it's a lot 
of fun, and | never got bored 
playing, but | simply cannot 
ignore this problem. To make 
matters worse, the music, 
whilst good, is constantly and 
noticeably looped numerous 
times, with it only changing 
for new locations and specific 
moments. 


RETARDED MARKETING 
STRATEGY = 


Okay, so a DS game like 

this was never going to be a 

huge seller, | knew this from 

the moment | lay eyes upon this game 
for the first time in 2009. 


But the way SEGA has treated the 
game is beyond retarded. Firstly, they 
only officially announced the game 2 or 
3 months ago, it had a miniscule pres- 
ence at the numerous Games Trade 
Shows that haue occurred over that 
time, then they released the game with 
literally NO advertising beyond a few 
quietly released YouTube trailers, hell 
GAME.co.uk didn't even acknowledge 
the games existence until 2 weeks be- 
fore it came out. Come the games Eu- 
ropean release and, surprise surprise, it 
sold abysmally, not even mahing it into 
the Top 50 of its weeh of launch. 


The game comes out in America next 
week, and will, presumably get no 
promotion there either. It all honestly 
feels like SEGA just decided that, hell, 
they had the game made, so why not 
crank it out to make a quick buck and 
promote Colonial Marines a bit more... 
which, by the way, mission failed, no- 
where in the Game or in the Box doe: 
it so much as mention the existence of 
Colonial Marines, instead focusing on 
Shinobi... Way to go SEGA...way to go. 
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WORTH PLAVINC? 


It's not the best game out this year by 
far, hell, it’s not even the best Aliens 
game but Aliens Infestation is a hella 
lotta fun for anybody who likes Aliens, 
Metroid, and Retro-Gasmic gameplay 
will love playing this short but sweet 
love letter to one of cinemas greatest 
movie franchises. The Marine Death 
mechanic is a great idea well executed, 
and provides replayability to anybody 
who loves to read alternative dialogue 
boxes. HELLS YEAH. 


CONCLUSION 


| loved this game, it’s not perfect by any 
means, it’s frustrating at times and ap- 
pallingly short lived, but | had a lot of 
fun kicking some Xeno-Butt and would 
most certainly recommend that fans of 
Alien and possibly even Metroid pick 
this one up at some point in the near 
future. It’s a nice way to temporarily 
shorten the agonizingly long wait to ҒІ- 
NALLY get hands on with Colonial Ma- 
rines and will most liRely become a cult 
“classic”. Also, Knife Game? 


That's a lotta fun. DISMISSED MARINES. 
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iOS, Maemo, HP webQS, Android, 
Symbiana3, Series 40, PSB/Play- 
Station 3, Mac OS 


Angry Birds 


Developer: 
Rovio Mobile 


Publisher: 
Chillingo/Clickgamer 
(iOS, PSP/PlayStation 3) 


Rovio Mobile 
(Maemo, Symbiana3, Android 
Microsoft Windows, Mag OS X) 


Systems: 
X, Windows, 


WebGL, Windows Phone 7, 
Google Plus 





TheGood 


When buying a game like Angry Birds, 
it’s crucial that it’s fun to play, otherwise 
there’s no reason to do so. Thankfully, 
Angry Birds is some of the most fun you 
can have on your mobile device. The 
premise is simple; Pigs steal some Bird 
eggs, Birds get pissed, go on a deranged 
kamikaze mission to get them back. 


It’s your job to fire those Birds 
at various Pig built structures 
and eliminate all the bastardly 
porkers in said premises, allow- 
ing you to advance to the next 
structure and eventually make 
your way through each of the 6 
odd Worlds, which are made up 
of around 25 Levels each. You 
have numerous different types of 
Birds each with their own unique 
suicidal technique, which includes 
exploding and boomeranging 
around and hitting the other side 
of the structure. 


Naturally, the difficulty increases 
progressively across each level, 
and you'll find yourself spending 
a long time on particularly tricky 
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but never feel frustrated since 
demolishing structures is just so damn 
satisfying no matter how badly you fail 
at killing Pigs. All in all, Angry Birds is a 
hella lotta fun, especially for such a low 
price of admission. 


ones, 


Cute Art-$tyle. 


In order for a game to be universally 
popular, it needs to have more to offer 
than just fun gameplay, it needs to be 
eye-catching, and Angry Birds is exactly 
that. Its cute cast of cartoon Birds and 
Pigs have wormed their way into popu- 
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lar culture over the last couple of years, 
and there's a reason for that. Whilst 
not overly complex or difficult to draw, 
there's something about the bright, 
cheerful cartoony graphics that appeal 
to a lot of people, including yours truly. 


To be honest, it’s nice to see a new and 
popular “franchise” that isn't grey, 
brown and coated in blood, those are 
great to a certain extent but sometimes 
you just want to sit down and play a 
game with a vibrant, chirpy (literally! 
HO HO HO! ) visual style and Angry 
Birds provides just that. 
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The ultimate Mobile Gaming ex- 
perience. 


| don’t know about you guys, but when 
| buy something for my iPod Touch, 
l'm not looking for an overly compli- 
cated 3D game like | would get for my 
Wii, 360 or even my 3DS, those games 
simply don’t work on the iPod Touch/ 
iPhone no-button interface. Instead, I’m 
looking for something simple, fun and 
easy to pick up and play, Angry Birds 
ticks all of those boxes and then some. 
Whether I’m sitting on the shit-depos- 
itory (Loo), in the Car, in Bed or even 
just watching something god awful like 
Criminal Minds on TV, | can quite easily 
and happily grab my iPod Touch, slam 
on some Angry Birds and kill some pre- 
cious time. The quick, simple gameplay 
means there’s no need to worry about 
saving progress or forgetting what 
you're supposed to do, just turn it on, 


aim some Birds at some Pigs and have 
a blast. Wonderful stuff. 


Continuous Free Updates. 


Like many games these days, Angry 
Birds receives plenty of DLC, the differ- 
ence with said “many games” and An- 
gry Birds is that, barring some random 
Eagle thing, all of its additional content 
is given to players for no charge, with 
Rovio regularly providing new levels 
for Angry Birds, as well as its two spin 
offs, Seasons and Rio. Rest assured, if, 
like me you bought Angry Birds a while 


back, you'll have had plenty of reasons 
to keep coming back beyond improv- 
ing your high score and Star Rating on 
levels you've already completed. 


And if you’ve yet to buy the game, you 
will find all these levels are waiting for 
you already once downloaded, pre- 
sumably with even more to follow at 
some point in the future. 


Whilst I’m not going to pretend that it’s 
particularly difficult to make new levels 
for the games, it’s certainly a welcome 
gesture from Rovio to give more and 
more content to its fans, particularly 
when they spent so little purchasing the 
game in the first place. 


TheBad 


Milked for all it’s Worth. 


Never before has a game become so 
popular so quickly, and so soon after 
been milked to death with merchan- 
dise. Sure, soft-toy Birds and Pigs were 
a given, and maybe even iPhone cov- 
ers, but then you've got shoes, sandals, 
key-rings, t-shirts, board games, hood- 
ies, cups, badges, socks, bags, books, sta- 
tionary, baby clothes, golf balls, towels 
and even a fuching Hollywood Movie in 
the works! JESUS CHRIST is Rovio milk- 
ing this franchise, and fast! And no, I’m 
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not going to pretend that | wouldn’t be 
interested in getting SOME of the mer- 
ch, but really? That much crap in such 
a short space of time, either Rovio have 
struck gold, or they know how limited 
the success of Angry Birds is going to be 
and they’re milking it as much as they 
can before it fades away into obscurity. 
l'ue never seen such a blitz of licensed 
crap for a single game in such a small 
period of time, never mind a damn mo- 
bile phone game! God only knows what 
will be around by this Christmas, An- 
gry Birds condoms anyone? They could 
even be themed, ones which go fast 
(thanks to extra lubrication), Giant Red 
ones for big cocks, and urr...blach ones... 
that...explode...hmm...maybe not. 


Rovio Mobile is a huge Prick. 


Ohay, so you've had a hit on your 
hands, everybody is buying your game 
and loving it, you're making a killing 
and you've got an endless fountain of 
tatty shit coming out for your game, 
time to be modest, thanh everyone 
and perhaps create a new ІР, right? 
WRONG. No, instead you should her- 
ald your baby like it's the fuching baby 
Jesus saying it's the biggest thing in the 
entire gaming universe euer, with end- 
less possibilities of milking and making 
shit tons of money. Not only that, but 
you then decide that you have because 
you’ve had one successful game, that 
gives you the right to speak as an ex- 
pert on gaming trends, spouting foun- 
tains of bullshit as if it’s all going to 
come true because YOU SAID SO. You 
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made a great game, you give a lot of 
free stuff to the players but for god’s 
sake Rovio Mobile take that fucking 
rod out of your ass and stop acting as if 
you are the greatest game developers 
in the world, because you ain’t. 


Based around Luck, not Skill. 


Okay, so the games a lot of fun, it’s hard 
to criticize physics based game for not 
having a determined outcome every 
time but this is still a negative side to 
the game. There is some skill involved in 
choosing where to aim your Birds, and 
which Birds you save for particular ar- 
eas of the structure, but when it comes 
down to it, the majority of the Win/Lose 
factor is based entirely around luck. 


You could flawlessly demolish the struc- 
ture but one Pig happens to land in 
such a way that he doesn’t die, and that 
means that you get a fail and have to 
try again. Also, if one of the platforms 
gets stuck in a certain way (particularly 
in Angry Birds: Rio, which I’m technically 
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not reviewing but it’s worth mention- 
ing) so that it doesn’t quite stop mov- 
ing about at the end, you will be un- 
able to complete the level even if you 
have eliminated all the Pigs and will 
have to restart and try all over again. 
It’s certainly an unfair system, but at the 
end of the day, if it wasn’t this way, the 
game would be rather predictable and 
boring. 


Worth Playing? 


For the price of admission, it’s easy to 
overlook the small flaws in Angry Birds 
otherwise addictive, arcadey game- 
play, it’s rare these days that you get 
more than your moneys worth out of a 
game, but with Angry Birds paltry 69p 
admission tag paired with the hours of 
fun you will receive as a result of pur- 
chasing it’s hard not to say Angry Birds 
is worth playing. 


And even if you don’t want to fork out 
your pennies straight away, you can 
even try out a small demo for free and 
see if you like it before buying the full 
game. How can you go wrong? 


Conclusion. 


With its bargain basement price and 
ridiculously fun, endlessly replayable 
gameplay, it’s hard not to give Angry 
Birds anything more than thumbs up. 
So long as you don’t get suckered into 
buying all their pointless merchandise, 
and can look past the fact that Rovio 
Mobile are humongous douches, | can’t 
not recommend giving Angry Birds a 
go, especially since it’s not available on 
many Mobile and PC Platforms. 


Although, for a cynical Lizard like me 
it’s hard to ignore the clear Suicide 
Bomber overtones the game has...tsk 
tsk. VIDEO GAMES. 
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Just Cause 2 


Developers: 
Avalanche Studios 


Publisher: 
Eidos Interactive 


System: 
PC, Xbox 360 & PS3 


Release Date: March 23", 2010 


While | write professional reviews that 
| stand beside, | recently decided to re- 
vive my review hiatus by trying to add 
a bit more hilarity whilst keeping a se- 
rious truth to the whole thing. So here 
we go; in Just Cause 2 you swing around 
like а chimpanzee, fling everybody else 
around like they were a yo-yo, and al- 
most defy the laws of gravity. Does that 
make for a great game? Well let's find 
out... 


The setting for Jesus Christ 2 has return- 
ing Hollywood stuntman & mercenary, 
Rico Rodriguez being sent to the island 
nation of Panau to stop an overthrow- 
ing ruler. He works for an agency called 


ATTACK BUTE 3 seem 
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the... ‘Agency’ "m creativity is literally 
busting at its seams). This story is into to 
paper thin characters, stereotypes, and 
very cliché dialogue. But don't worry; 
Just Cause 2 is clearly placing every last 
marble it has in something it knows how 
to do really well. 


It’s your job to free (as in destroy) Panau 
by disbanding all resources the govern- 
ment’s harsh communism has enforced. 
This creates chaos; the more chaos, the 
more the government enforcement 
breaks down which will bring light to the 
prime target(s); and hence, the motives 
for the main missions. Anything painted 
red and white is something that сап be 





a | CONTENT RATED BY 
1 ESRB 





— ү Un pr. KR. n 


destroyed to create chaos and income. 
In fact, everything from missions to col- 
lectibles, diversions, and new districts of 
Panau are all dependent on chaos. This 
means you are free to lollygagger be- 
tween missions until you satisfy the God 
of Chaos... or get somebody really an- 
gry. You encounter 3 different factions 
who will task you with everything | al- 
ready mentioned. There are also races 
where you drive a vehicle (plane, he- 
licopter, motorcycle, car, boat, etc.) to 
go through a wild course of obstacles. 
Who says boats can’t drive on land? 
Just Cause sure doesn’t; however, ve- 
hicle control is a pain. Most any car 
drives like there’s a jet engine under the 
hood which causes a lot of over steering. 
Heavier cars are good enough to make 
sure you don't intentionally vroom right 
into a building (or the local terrain). 


Combat is obviously going to be a 
huge part of the game when we talk 
explosions (and there are thousands 
of them). You'll dish it out like Rambo 
with all the regular bad boys and a few 
of each different vehicle classes. Vou 
can even grapple onto any vehicle and 
take multiple positions to take out sol- 
diers; upon taking them out, you can 
then hijack the vehicle via a simple 
Quick Time event. This all works very 
well: however shooting enemies on a 
car suffers from some collision detection 
issues. Half-the-time you need to navi- 





gate your new car to get to its weapon 
(thus compromising driving control); it's 
almost as if it was designed for a coop- 
erative play (but that exists nowhere). 
At any time, you can grapple onto any- 
thing, as well as swing and fly so fast and 
far that the game’s camera may have 
trouble keeping up with you. With the 
parachute, it becomes one of the best 
means of traversal for an undisputable, 
by leaps and bounds, the largest envi- 
ronment I’ve ever seen. 


As you progress, Rico will accumulate 
a stockpile of weapons, vehicles, and a 
fast travel option supplied by the agen- 
cy. Beyond completing missions there 
are well over 300 optional locations 
to ‘complete’ by blowing ‘em to bits or 
snagging up resource items. These re- 
source items upgrade your health, ve- 
hicles, weapons, or supply money. Be- 
ware however, for the military power 
of Panau is quite strong and aggressive. 
This mortal enemy of seemingly every 
person they encounter reminds me of 
a swarm of bees; as in extremely angry 
bees, with guns, who drive like ma- 
niacs, and wish death upon you with 
their macho one-liners. How so, doing 
anything that is even slightly suspicious 
around them sounds a full blown alarm 
(sometimes, you may be attached for 
no reason other than standing beside 
them). The escalating situation can lead 
to something similar to a small war; 
that’s where a quick escape comes in 
with the grappling hook. 


You might not believe this but a game 
10 times the size of most other games 
still looks excellent; the terrain and ease 
of scaling are just the start of quite a 
nice looking game. Everything is well 
detailed, crisp looking, and the frame 
rate almost never takes a dive. You 





can literally ‘destroy’ some little things 
but folks, the explosions are spectacu- 
lar as they not only look big and umm, 
explosive but they come in all differ- 
ent shapes and sizes. Character models 
look a little simple and the landscape 
isn't anything special; but this is a play- 
ground, not a paradise. The sound ef- 
fects sound quite good too; when the 
visuals shine, the sound design shines. 
The music also sounds pretty good; but 
the acting is anything but good. How 
much bang you'll get for your buck is 
entirely dependent on how committed 
you are. If you wanna just blast through 
the main game, it'll take you 30 hours; 
beat every mission in the game? About 
50 hours. Finally, if want to 100% the 
game, you might lose track of time, 
however т drawing the line at 120 
hours. 


EXPLOSIONS!!! 


Just Cause 2 is my personal favorite 
PS3 game in my collection thus far; but 
for good reasons. What really makes 
Just Cause 2 such a highlight experi- 
ence is the tech being pushed way be- 
yond what we’ve ever seen; the size, 
the stunts, action, chaotic speed, and 
havocking physics. When all that the 
next-gen tech developers talk up their 


-PROS- 


2 Plenty of content. 


A Technically excellent graphics 


and sound. 


A Combat & physics can lead to 
haotically hilarious situations. 


2 Lots of freedom and ease of nav- 
gation. 
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ass finally is harnessed, the freedom and 
just plain bananas situations you can 
create become something where the 
technology really makes the difference. 
| can't tell you how many times | was 
blowing Panau to Ringdom come and 
| just wanted to do something dumb to 
see what was going to happen. Some of 
these incidents include: 


#570 -Finding out what happens if | 
shoot one of my C4 charges (at a close 
range) 


#12321 -Shooting the tire of a high- 
speed vehicle 


#97 -Riding a compressed gas container 
high into the sky 


#2306 -Driving vehicles over gigantic 
cliffs 


#16 -Trying to wipeout gas stations with 
a car (and evading the successful explo- 
sion) 


#22000 -Grapple-flinging enemies off 
of tall buildings 


#353 -Using a motorcycle to evade a 
helicopter firing its chain gun 


#1-Narrowly escaping especially large 
explosions 


#100 -Improperly using vehicles to cre- 
ate an interestingly creative situation 
(planes on roads, boats on buildings, 
flying cars) 


#33 -Tethering enemies to anything 
you Rnow will cause pain 


8.5 / 10 GREAT! 


-CONS- 


Y Vehicles are a basket case. 


Y Write off characters, story, and dia- 
logue. 


BUNA! 
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~ Chapter 3 7 
Historia oe un Amor. 











ШУ ШШ ЩЙ 


F That was delicious. 7 
Thanks Malon. 


К Don't stand up, I'll 
. маён the dishes. 


Because | 
you always 
break the 


"^ Ho ho ho! 
You're right. 
I сап see you're 
practicing to become | 
n  ãgood wife. 4 


It's a 
y good thing 
that you pay no Trust 
attention bo those iS the 
horrible rumors Foundation 
about Link and the 


. | asoida fS 
princess. | 


| Marriage, | 
E. you know? Ж 


E. 





PF STE ИЙ 


| malon, 
y open the door, 
| please. 4 


" Мг. Orozp? 
Are you in there? 
Open up! 


~ 


| HEY!!! 
‚ What's going 
ь ont! 





MR. oROZIP, LORD Y 

| GANONDORF DEMANDS TO 

| SPEAK TO YOU IN 
PERSON! | 


Stand , 
Up bo receive 
Lord 
Ganondorf! 
SSS 4 
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M-My Lord! 
; Why do you honor D 
| this humble home with your _ 
N presence? | 


Р Please CN 
let us leave Pormalities 
. aside Por a moment. 


Mr. Orozp... 
. young lady. 


I think ^ 
ye Should 


& Sit down. 
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As ye know, 
а Pew 
days ago 
our army 
set out 
Por the rebel 
camps. Our 
soldiers Pought 
bravely 
. agains the 
© епеми, bub... 


... 19 dead. 


It saddens 
Me to be the one 
who brings Such 

terrible news. 





` how HOU must 
be Peeling. 












Ib isn't However 
just a loss Por wou, 25 а 4 : 
! but Pon all yon, ib is at biwes like this, 
of Hyrule. that we Must be Stronger and 


stay together. 


You май 
22 fest assured that 
|7 he died an honorable 
death. 


" why | 


7 


did this 
_| happen? 





I Pailed You Prom the beginning. 


I was part of the Knights of Hyrule. 


4 > 


тый 


8 


| But ми 
duties kept 
me away 
Prom You 
in the Most 
important 
_ Moments. 


I couldn't even be there 
when our son was born. 


GAZINE 








«ЕМЕНІ NEE 


I tried to save you but 
it was 500 late. 
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It was a ian Many — | 
' lost their lives back then. „ 


I swore in your name that 

I would take care of Link 

and I'd make a righteous 
мап 006 OF him. 


"When he told me that he wanted | 


Í become à Soldier, I was So happy. | Iwas such a Pool. | | d 


would 
clean ми 

own 
Faults... 











TS SENT MAMIE TEE 


‘and get the rebels 00 
who killed HOU. "T : 


P No, don't say that! 
, Ib wasn't your Fault. 


Listen to the young lady! г ҸҸ | I want 
shan't rest until the real culprits “Бо see Aghanim 
=. are Pinally brought to justice and a in un 
=, Hyrule is finally set Pree Prom, A 7 


e evil shadow. 


I will see 
that thy 
son and 
wiPe will 

‚ be avenged. 


May ` 
I come in? 
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^ І came to express “ Pr 
ми Most heartfelt х | F YOU IDIOTA! © 
| condolences. I know it “ү l WHY DID 
MUSE... , VN - YOU PO 
NOTHING?! 
Ex 


" Why did yoo ` 
leb him die? 
‚ why, Clay? 
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Sir, 
we Must 
„tāke oPP. 4 


EE He still lives.Don't say a 
E single Word, understood? 


y Maon — 
| Ihave to go. 


IP you need ме You know 
where to Pind ме. 


tl 
N Тұ 
( 
b 1 
^ 
u 








Ү Malonz ^ 
| Is everything 
б... ok? 4 


‘How is the search. 


, Por that kid going? 


He's alive! | 
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di % 1 
"Ihàaven't 
been able 
to trace 
his exact 
location, 


but I'M sure 
һе 5 Still 
around 
. SOMEWhere. 





-- 
Are you sure, 
Т or is it like 15 years 
ago? when you told 
me the бой died 
ь inthe arson. _ 


The Pather saved 
à him that time! 
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P I'mpositive ^ 
that he received 
protection Prom 

, Something else, 


You know 


he's bless... 


There was no 
other-worldly 
intervention, 
only YOUR 
. Mistake! 








I'm sure 
that kid is the 
` one the legends 
ь talk about. 


"ІР the legends are 
true, then he and I 
| have battled many 

bimes in the past. 


SCREW ANTACKIMAGA 


I Must destroy ` 
| him before he 
b destroys me! _ 





Fam WEEE 


ШЕР ЭПИ ШИН ІЕ- TEE 


y What happened? 


I saved the girl; 
ь didnt I? — 


and then," 
‚ that light... 


| Everything after that ів a complete blur. 7 


` I'M Still alive. 





УЕКЕҮАТЇЕММАБАЛНЕШ5ЕРТЕМВЕН EEE 


| bie WHAT ARE YOU DOING?! | | 
1 әзара; NOW... p 


| Ch ми Goddess! 


"> " е 


It's impossible! 
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` [b's the mark of the traitor. : 


But...why ме? 


7" Thabwas ^ 

the mark of the - 

traitor, no doubt —— | 

x aboutit. A Besides, 
€ I dePied Lady 

Aveil. That was like 
| betraying Lord Ganondorf 
: himself. 


PO [must % 
return to Hyrule 
| ...and receive ми 
à punishment. 4 


"AM І really the one ^ 
destined to murder 
, Lord Ganondorf? 


1...1 can't die just yet... 


 Tmsorry ^ 
. Malon, I guess 
I won't be coming 
Ez home. 





ЧИЕН ҮЙ PER VW 





з. pe How long 
I can't see Ü have I been inside 
anything. that cave? 


SoMehoW...I'M Still alive. 


I'M 50 thirsty. 
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I'll keep looking Por the 
| camp after a short nap. 


What was that? 


I'm DePinitely 
not alone 


OW, ow owl Who's there? 





ЧЕЛ ПИН ИНИ PER EEE 


Hey! ~ 
it's just a 
> lil’ girl! 


Come 
out please! 
I won't hurt 

you. 


“OP? with 
' yer head! 


Wubs dis green lite? 


T Ibebtah bake ‘im bo da chief. - 
„ She'll Squeeze all da info outta dis lil' piggy. 


END CHAPTER 3 
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Calendar - October/November 2011 
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. ~~ KinectSports Season? | 
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NEXT MONTH: 2 0977 


Marvel Super Hero Squad: Gomic Gombat 
uDraw Studio: Instant Artist 


Jurassic Park: The Game 

Lego Harry Potter: Years 5-7 
Victorious (Kinect) 
Assassin's Creed: Revelations 


Yoostar on MTV 
Ultimate Marvel vs Capcom 3 
Dynasty Warriors 7: Xtreme Legends 
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Video Game Releases of the months 






The ë Worlds 
Xbox 36i 


E 








[006г 2228 
** А 
Da 


Tak ( Btopters ¢ 


1 


Sil THD Collection 


Ps3 sA 
TE « Е 


pereo. bs 


— ; 
Cm litis of Winter 





Ж a ға. 


 Confirm/Rumor 






Төккен pii 


| - 


Rocksmith 





The King a Fighters a 












Uncharte 
PS3 


ar Solid Rising 
Xhox 360 “i 
The Lord oie Ring 
War in the Wort — 
PE Kbox360/PS3 O 
Goldentye 
Xbox 360 PS3Wü 


Defenders of Ardan 
Xbox 350/Р52 
MotionSportsAdrenaline 
Xhox360/P53 

ИҢЕ 


PEIPS3 






Sonic Generations 
PE Kbox 360 /PS3 


Release Dates from November 1°, 2011. 
Game's release dates may change during the month. 











GAMEMBER ISSUE!!! Oh no! Not anymore | really need to find a way to en- 
courage people to read and submit in time to the magazine, should | give 
away more stuff? Put more ponies??? Sexy Video Game Boys for the girls??? 
lm getting out of ideas... | can't do this without the help of the (75, if their 
interest on doing blogs and submitting for community purposes has gone it 
will be really hard to do a magazine done by (41% for 91°... 


So what ya think? Is it really true that the community is falling apart? | don't 
really know, transitions are always hard to accept and apparently people 
are taking it to serious, | have to do something! AND | WILL THE GREAT 
AND POWERFUL HYBRID!!! TARA RAAAAAAAAAA!!!! 


Well ok not like that but yeah | have new plans for the magazine, more ex- 
citing ways to bring the community together! 


But now I'll leave this magazine with Previews, Reviews and a Full chapter 


of the awesome Zelda Comic, btw the change of artist was only during this 
chapter so don't go trolling on the art style please? 


Peace! 
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